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GamePro evaluates every game in four categories: Graphics, 
Sound, Control, and Fun Factor. Ratings range from 5.0 (the ulti- 
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Fun Factor of 3.0 are average; those with a Fun Factor of 4.0 or 
higher are recommended. 
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Sure the Xbox is a good- 
looking piece of hardware, 
but can it perform? Here’s 
an exclusive sneak peek at 4 | 
the first wave of Xbox ~ — s F. y 
games, including all | : 
of Microsoft’s hot 
new titles, as well 
as Ghost Recon, 
New Legends, 

and more! 
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592 Clive Barker’s Undying will...er, scare you to death! This auteur 
proves that writers can write anything. When you’ve recovered your 
nerve, you should check out Freedom Force. 
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Awesome Game Boy Advance previews this month include F-Zero, 
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The Games Are Coming! 


With the Game Boy Advance just a 
few months away (June II!)—and the 
GameCube and Xbox preparing to 
use the Electronics Entertainment 
Expo in May to present their year- 
end invasion plans against the PS2— 
GamePros everywhere will finally 
catch a break from the onslaught of 
hardware hype. 

This means it’s time to remind 
the masses what GamePros already 
understand: It’s games not hardware 
that counts. The PS2 has certainly 
taken a few shots because some of 
its launch titles haven’t lived up to the 
hype, which just proves that graphics- 
churning, game-busting computing 
power means nothing unless the 
games you're playing are fun. 

This issue, GamePro breaks down 
the lead-off hitters for the Xbox: For 
example, New Legends from THQ 
and Ghost Recon from Crave show 
their promise; Munch’s Oddysee is 
shaping up to be an awesome addition 
to the Oddworld series; Halo is an 
ambitiously crafted science-fiction 
action/adventure tale; and First Looks 
at Amped, Elementals, NFL Fever, and 
others are worthy of attention. Finally, 
readers get an inside look at some of 
the games that Microsoft itself is de- 
veloping to propel the Xbox to the 
top right out of the...er, box. 

Of course, the Xbox isn’t the 
only new system on the horizon: 
The Game Boy Advance will be here 
before any of them. So our Game 
Boy Advances section is presenting 
F-Zero Advance, Fortres, Game Boy 
Wars Advance, and other sneak 
peeks at Nintendo's awesome hand- 
held game-system offerings. 

Lastly, the PS2 isn’t sitting on its 
can. You'll see that even in preview 
form Baldur’s Gate: Dark Alliance, 
Red Faction, and Giants show that 
second-generation PS2 games are 
going to force the new systems to 
put up or shut up—or both. 

The count- 


down to new 


Y 
game-systems ( 
liftoff has offi- % 
cially, finally 
begun. 
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| want to know what Sega was thinking when it de- 
cided to discontinue the Dreamcast after only a 
year and a half. How could Sega do this to its cus- 
tomers? First the Saturn, now the Dreamcast. | 
thought SegaNet was going to be Dreamcast’s sav- 
ior, and many cool games are coming out for the 
machine this year. | know Sega is still going to sell 
some more tities for the Dreamcast, but when they 
run out, so do we. | spent a lot of money on Sega 
games this past holiday season, but what bugs me 
the most is that when confronted with these rumors, 
Sega denied them. | for one am angered by this 
hypocrisy. Are you? 

> Jeremy Buerkle—Via Internet 

What was Sega thinking about? Survival. Something had 


to give. There was no way Sega could keep losing that 
much money ($500 million over the last two years, mostly 


due to Dreamcast expenses) and hope to stay in business. 


What Sega did was unfortunate but necessary. It’s bad 
news today (especially if your faith in the company was 
shaken after supporting the Saturn, Sega CD, or any of 
Sega's earlier systems that seemed to die too young), but 
at least there will be a Sega tomorrow. And for what it’s 
worth, Sega didn’t exactly deny the rumors: The com- 
pany just chose to address them selectively with vague 
statements about the Dreamcast “technology,” not the 
console itself. All part of business, unfortunately. 


I'd like to address an issue that’s been bothering me 
for a while now (no, it’s not video game violence). 
People have been throwing around the term “hard- 
core gamer” like it’s going out of style, so | would 
like to define the do’s and don’ts of being a “hard- 
core gamer”: 


Don'ts 
1. Don’t bash other games and platforms. 
2. Don’t consider yourself a “hardcore 
gamer” just because you can beat every 
game you play. 
3. Don’t consider yourself a “hardcore 
gamer” because you play games 24/7. 


. Atrue “hardcore gamer” enjoys any and 
all games. 

2. Atrue “hardcore gamer’ isn’t out to prove 

anything. He or she simply plays because 

playing is what they like to do. 


3. “Hardcore gamers” know that they really 
are hardcore, and don’t have to throw the 
term in anyone’s face. 


> Joshua Noland—Burney, CA 


Word up, Josh! Every so often you run into people who 
seem to be gaming for all the wrong reasons, or who 
refuse to accept that any system but the one they own 
is decent, or who think they're better than everybody 
else because they can rescue a princess or two. If you 
can look at someone's behavior and replace the word 
“hardcore” with the words “arrogant, closed-minded, 
and smug,’ then ignore ’em. 


You claim to be an unbiased magazine, but | don’t 
agree. Judging from the layout of your magazine, 
you’re obviously pro-PlayStation . Before the Play- 
Station 2 hit, your review sections were ordered: 
PlayStation, N64, Dreamcast. The order should’ve 
been reversed with games for the newest system 
coming first. With the PlayStation 2, however, your 
order has taken a new form with the PS2 first in 
line. | understand that sheer numbers and popularity 
could arguably mean the PlayStation should be 
listed first, but in issue #148 [January], you dedi- 
cated one page to Shenmue and only half-pages 
to reviews of other Dreamcast games-—that actually 
received better ratings than many PlayStation games 
that came before them in the magazine. And if you 
explain this deviation by saying that the newest sys- 
tems shouldn't be listed first, then why in your cover 
feature did you spotlight the PS2 version of Half-Life 
over the Dreamcast’s version—which by the way, will 
be released first? 

> Ninjafingers—Via Internet 


We do a lot of research at GamePro and read a lot of 
feedback (honest— postcards, e-mail, bricks through the 
window, everything). We constantly run polls and reader 
surveys both in the print mag (including this one) and 
on our Web site in order to find out what our audience 
wants. And what they want is PlayStation stuff, hands 
down! An overwhelming number of GamePro readers 
own PlayStations, and, when polled, an overwhelming 
number of them said they plan to buy a PlayStation 2. 
So they come first. Nintendo readers number greater 
than Dreamcast readers, so the Nintendo review well 
falls in line next. This is not GamePro liking or hating any 
given system; this is GamePro giving the majority of readers 
what they want based on direct feedback. As for the 
reviews, often the higher-profile games (not necessarily 
the best games, but the ones that have garnered the 
most attention before release) receive more space. The 
timeliness of the review also plays a part. Reviews that 
appear in the magazine more than three weeks after the 
game is on sale in stores are usually downsized. Oh, and 
the PlayStation 2 version got the boost on the Half-Life 
cover feature because it contained world-exclusive, 
detailed info on the game, whereas the Dreamcast ver- 
sion had previously been announced. 
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When | bought issue #146 [November 2000], ! looked 
over the Spider-Man codes for the PlayStation in 
the S.W.A.T.Pro section. But when | tried the code to 
unlock everything, it didn’t work. | tried it over and 
over. You printed the code as “ELL_NATS”—but the 
real code is “EEL _NATS;’ Do you test codes before 
you put them in the magazine? 

» Alex Lemon—New York City, NY 


Of course we do—but every so often we make a mis- 
take. Usually, typos are not nearly as frustrating as this 
one was (to you and many others). GamePro regrets the 
error. This one was easy to fix, however, if you thought 
about it: The code is supposed to be Spider-Man creator 
Stan Lee’s name spelled backward. We interviewed Stan 
back in the September 2000 ish, so no one has any ex- 


cuse for not knowing who he is. 


Editors, Assembie! 2s 
| was reading your magazine when | noticed that most 
of your characters look like copies of characters who 
originated in comic books. Dan Elektro looks like a 

copy of the Silver Surfer, and Four-Eyed Dragon looks 


like a copy of the Beast from X-Men. 
» Seth Guible—Zironia, NC 


This looks like a job for...um, someone entirely original! 
Admittedly, you’re not the first to suggest that GamePro 
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dudes look like comic book characters, but our defense 
is as follows: Four-Eyed Dragon used to be a scrawny 
lizard (check out some of the older issues), then he 
went through Major Mike’s Boot Camp and bulked up. 
As for Dan, he can’t surf, doesn’t want to surf, and, be- 
ing made of electricity, he really shouldn’t be going near 
the water. In other words, while certain elements like 
rippling muscles are common among super heroes, any 
similarities to other comic book characters living, dead, 


or partially erased is purely coincidental. 


in my infinite wisdom, | have gradually come to re- 
alize that it is difficult to enjoy PlayStation 2 games 
without actually owning a PlayStation 2. Each day | 
scan the local ads for some hint that Sony has de- 
cided to share its magnificent bounty with the rest 
of the world, only to see more photographs of new 
PS2 games unaccompanied by the sacred juju con- 
sole. Last week, | was at Target in the video game 
section. A snotty kid and his mother were returning 
a PS2. | checked my wallet; | had $187. For a brief 
moment, | considered selling my car to make up 
the difference. “Yes! | said to my Evil Half. “I need 
my car only to get to work so that | can eat and 
have a place to live!’ A short time later, | woke up 
in the Target automotive section, clenching a hub- 
Cap in my teeth. The clerk asked me if | was going 
to eat it there or take it home. “Blayzdaffun!” | said, 
and ate it there. My doctor says | have chrome poi- 
soning, but she won’t answer the question | ask you 
now: Where the heck are PS2s? 

> Trogi—Via Internet 
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If we answer, will you promise never, ever to visit us? 
Hopefully, you’ve found a lead on one by now. Sony 
started shipping the systems again in late January in 


decent-sized chunks, and was expected to have a whole 
bunch in stores by, well, right about now. Check your 
local Target again— if they'll let you back in. 


Correction: In our April issue, Super Mario Bros. 2 was mistakenly 
labeled a SNES game. It actually debuted on the original NES in 1998. 
The responsible party, whose name rhymes with “rust,” will have his 
shoelaces tied together for eternity. 
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We cannot publish all letters and 
e-mail messages, and we cannot 
send personal replies to all your 


letters or e-mail (though we try). 


All art becomes the property of 
GamePro magazine. Sorry, we 
cannot return artwork. 
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so what could it be? 


Blockbuster rentals and your PS2—a match made in...? 


When | rent certain games from Block- 
buster, like Super Bust-A-Move or 


Smuggler’s Run, my PlayStation 2 makes a loud 
“RRRRRRRRRRNNN” noise. Is it my system? 
Or is that others have messed up the CDs by 
warping them? The PS2 doesn’t make the same 


noise with my own games. 
MARCEL BIGGERS—VIA INTERNET 


A Sony rep responds: “We've been receiv- 

ing many similar calls. Blockbuster puts 
security stickers on its DVDs and PS2 game discs, 
and that might be the problem. These stickers 
can throw the discs off balance and cause the 
loud vibrating noise. To be safe, if you’re having 
this problem, stop using the game. While we 
can’t dictate store policy, | suggest you take the 
game back to Blockbuster and ask the manager 
for a copy of the game without the large, rec- 
tangular sticker on it. We've contacted several 
Blockbuster stores, and asked them to stop using 
the large sticker, and they’ve changed the way 
they do things. These Blockbusters now put two 
smaller stickers on the disc opposite each other 
so they balance each other; or they put a clear, 
round sticker around the CD hole. If the disc has 
these types of stickers, it’s probably okay, but if 
the disc has the large, rectangular sticker, it may 
have problems.” 


The Watch Dog adds: If your PS2 makes the 
noise only with rented games that have an offend- 
ing sticker on them, Sony’s answer addresses the 
problem nicely. If there is no sticker on the CD, 
and your PS2 is still making noise, another Sony 
rep had this to say: 

“No, the noise is not going to hurt your PS2. 
It’s just a matter of how the PS2 is designed. The 
PS2 disc needs to spin very fast because it has to 
access a lot of information. It’s okay if the system 
makes noise.’ 
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4 PS2s that make loud, vibrating noises when playing rental games? No, 
it’s not a ploy by Sony to make you buy games rather than rent them, 


Hmm. ..a somewhat flippant response —not 
very reassuring to someone whose delicate 
prized-possession is making noises like a weed- 
whacker. (Some PS2s at GamePro have also made 
some disturbingly loud noises.) If the noise is so 
loud or prolonged as to make you uncomfortable, 
stop using your PS2 immediately and call Sony— 
something may be wrong, despite what the sec- 
ond Sony rep said. Let’s hope the noises coming 
from Marcel’s PS2s aren’t indications of a problem 
not yet recognized by Sony or of a problem that 
could damage his console. If they are, Sony has 


some explaining to do. 

Q) | bought InterAct’s GameShark 2, thinking 
it would be great to use cheats with my 

PlayStation 2 games. But the dang thing didn’t 

work. | would like to know what’s going on? Is 

InterAct going to issue a recall or what? 


NEO-DEATH—VIA INTERNET 


OPTIONS 


Select this button to 
yrerturn to the Main Mera. 


Uersion L3 


29 Games Supported 
266 Codes Found 


Should you beware of GameSharks? 


The InterAct Web site reads: “Due to 


several minor glitches in the initial release 
of our PS2 GameShark CDX, InterAct is offering 


a free upgrade CD to all consumers who pur- 


chased the original model. To determine if you 
own the original version of the PS2 GameShark, 
install the GameShark CD and Dongle into your 
PS2 and power [turn on] the console. When the 
main menu screen of your GameShark appears, 
highlight the “Options” button and press X on 
your controller. If you own the version 1.0, |.1, or 
|.2, you own the original version of the Game- 
Shark and are eligible for the free upgrade CD. 
If your GameShark 2 does not display a version 
number in the Options menu, this means you 
own a GameShark 2 v1.0, and are also eligible for 
the upgrade disc. 


P.O. Box 193709, Sar 


Or e-mail us at: 


To receive the free upgrade CD for your Game- 

Shark, please send the following information: 

|. Your complete mailing address 

2. A copy of your sales receipt or the UPC from 
the GameShark packaging to verify that you 
own the PS2 GameShark CDX 

3. A brief note explaining that you would like the 
free upgrade CD 

Direct your request to: 

InterAct Accessories Inc. 

33 5 Club House Lane 

Hunt Valley, MD 21031 

ATTN: PS2 GameShark CD” 


U saying he was having a problem signing 
onto MSN with his Dreamcast. | was having this 
same problem, and after many different settings, 


In your February issue, a reader wrote in 


| got a hold of a great tech-support person who 
was able to walk me through step by step. Here 
are those instructions: 

“For connecting to non- 
Windows applications like 
Sega's Dreamcast, you may 
require the following settings: 
Enter the username as ‘MSN/ 
username. The password will 
be the same.’ 


SUNFIREJAYSON—VIA INTERNET 


The Watch Dog adds: Thanks for the info, Sun- 
firejayson. It’s people like you who keep the in- 
formation superhighway moving. Just to be clear, 
the letters “MSN” should be capitalized and sepa- 
rated from the username by a forward slash (/). 
So if your username is watchdog, enter it as 
“MSN/watchdog.” If you’re still having problems, 
call MSN technical support at 800/250-3070, or 
go to www.msn.com/help/. 


YOU MAKE THE CALL 


Having problems with hardware or software 
from Sony, Nintendo, or Sega? Here are 


the customer service numbers to call: 


Sony: 800/345-7669 
Nintendo: 800/255-3700 
Sega: 800/872-7342 
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NEWS BITS 


The PS2 Gets 
SmackDown 3 


It’s an Outcome more ob- 


vious than a professional 


wrestling plot line, but THO 
has confirmed that the third 


installment of its red-hot WWF 
SmackDown series will appear 

on the PlayStation 2. Look for 35 
wrestlers, over 70 types of matches, 
six-man tag matches, and (at last!) 
play-by-play commentary, all courtesy 
of developer Yukes. WWF SmackDown 
3 is slated for a fall release, but a Game 
Boy Color version should be ready this 


summer. 


Interplay Is in The Matrix 

“Do you hear that, Mr. Anderson? That is 
the sound of inevitability.’ Because, face it— 
sooner or later, someone was going to get 
the rights to do games based on The Matrix 
and its upcoming sequels. Interplay has an- 
nounced that it is that someone, and Shiny 
Entertainment will develop the software for 
“current and future” platforms. Not much 
else is known, but when we hear about more 


inevitability, we'll report it in GamePro. 


Infogrames Goes ’Nuts 
Charlie Brown, Snoopy, and the rest of the 
Peanuts gang are headed to video game con- 
soles, courtesy of Infogrames. 
While Infogrames has the rights 


to create 


\ 
games for the ( 


PS?, GameCube, — 


Xbox, and many 


other platforms, the 


first release will be 


Snoopy Tennis for 
the Game Boy 


Color. The alarm- 


ingly large French soft- 

ware giant also snapped 

up the rights to the spy 
franchise La Femme Nikita and 
is reportedly in negotiations to 


secure the interactive rights to 


The Terminator. 
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U.S. launch date moves 
up a month to June 


It’s not often that you hear about a product's launch 


date changing—for the better—but that’s exactly the . l if 
case with the season’s hottest handheld. Nintendo 
recently announced that the 32-bit Game Boy Ad- “ nd 


vance, originally slated to ship in July, will be available 
in stores on June II. 


This is good news for gamers, and it also breaks Nintendo’s 


three-system streak of late hardware shipments: The Super NES, nnd 
Nintendo 64, and GameCube either shipped or will be shipping anywhere | — 


from six months to a year after their original projected release dates. 
; Nintendo just reduced 
The Game Boy Advance will be a major evolutionary step for Nintendo’s handheld line: The the wait for this baby 
new system will also be able to display 512 colors simultaneously and is being built around a by a full month! 
32-bit core processor. The Game Boy Advance will also be backward compatible with the Game Boy Color, so GBC 
owners can play their old games on Nintendo's new system. For more details on the Game Boy Advance, see Cutting 


Edge in the December 2000 issue of GamePro and watch for our complete U.S. launch coverage in upcoming issues. 


GAME GEAR LIVES! 


Nintendo isn’t the only company bringing a color handheld system to store 


shelves this year. Amazingly, Majesco has acquired the manufacturing rights to 
Sega's decade-old, 8-bit color Game Gear and has re-released the system for just 
$29.99. The system still bears the Sega name. In addition, Majesco is supplying 
software for the system, including Sonic Spinball and Sonic Chaos; the coin-op 
classics Pac-Man and Ms. Pac-Man; Super BattleTank; Caesars Palace; and four 
games based on Disney properties. All cartridges retail for $14.97 each. The 
only place to find Game Gear stuff (besides eBay and garage sales) is Toys ’R’ Us, 


which stocks the hardware and software in its retail outlets and through its 


online store, www.toysrus.com. 
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READY! 


Old-school gaming heroes Sonic, 
Aladdin, and Pac-Man are portable 


once again, thanks to Majesco’s 
Game Gear reissue. 


SONY'S ARCADE GAMBIT 


Hot on the heels of the surprise news that Sega will be making games for the PlayStation 2, Sony has announced a 


partnership with both Sega and Namco to develop a new PS2-based technology for arcades. The new machine will be 
a hot-rodded version of the PlayStation 2, engineered by Sony’s Japanese division with key enhancements like linked 
video cameras and a high-speed data network that will pass information between arcades so players in different loca- 
tions can compete against each other. 

“This alliance represents our desire to quickly establish nationwide broadband businesses before households are 
wired for faster Internet access,” said Sony Computer Entertainment President Ken Kutaragi in a news conference. 
“We will try to provide exciting interactive services—not only games, but also something like downloading videos or 
doing electronic shopping.” Sony stressed similar broadband network goals at last year’s E? show when it unveiled the 
PlayStation 2. 

The new multiplayer network is expected to be up and running in Japan in a limited capacity by the end of the year, 
with an expansion to the project in 2002. Arcade network systems have been attempted before, most notably by 
WMS (parent company for Midway and Atari Games), but they haven’t enjoyed major success. Also, Sega’s Alien Front 
Online incorporates networked gaming between arcade players and Dreamcast users, but with Sega’s recent decision 


to halt Dreamcast production, it’s unknown whether its technology will reach American shores. 
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It's a hassle at the castle as you compete for 

the title of "Ultimate Champion” in Shrek Fairy Tale FreakDown™ 
Play one of nine Characters from the feature film "Shrek’ 
and make your sissy opponents run, run, run 
all the way home! 


EVERYONE 


Ct) SHREK and SHREK FAIRY TALE FREAKDOWN™ & © 2001 DREAMWORKS L.L.C. 
Game Boy, Game Boy Color and the official seal are trademarks of Nintendo of America Inc. ©1989, 1998 Nintendo of America Inc. 
As. The ratings icon is a trademark of the Interactive Digital Software Association. 


WWW.TDK-MEDIACTIVE.COM AX : DI< 
TDK MEDIACTIVE, INC. www.shrekgame.com ® 


EAMEPRO LABS 


Rating: 4.0 


“My old GameShark doesn’t 
work with my PS2!” Prob- 
lem solved, pal. You'll need 
to use the GameShark 2’s 
custom memory card dongle 
in conjunction with a special 
CD (we tested v1.3 of the 


software), but the system 


~ > 
(acarree? t 


pretended with 
Hundreda of Codes FOr 
PiayStation: 2 Gamer: 


works great—you quickly 
have the max score in SSX 
and unlock all of Smuggler’s Run’s missions. Better still, there’s 
a second disc with about 3000 codes for your PlayStation 

games, too. It’s a nice package and essential if you’re serious 
about beating by cheating—Dan Elektro 


Price: $49.99. Contact: InterAct Accessories, 
410/785-3083, www.gameshark.com 


Best-Selling Video Game Titles: 


January 200! 


Pokémon Silver 


APES N EEO E ERE EHH E ERE E RHEE HE EEE ESR SEER THERE SSS TERE HESEEESEEEEEHE EEE ESTEE EESEERE TEES EN ESSE SE NESE RES EEOS & 


TENOR ERO R ETHER T OHH EERE EERE ESHER EEE SE ESTEE EES E OEE E EEE HEHE EEEE HEHE EE RESEESS EEE EEEEESOE EEE E EEE ENE SEE SEES ® 


Game Boy Color 


Nintendo 


STATIC 
“oy Advance...Game 


Boy Advance...Uh, this time 


last year, Sega’s big motto was that 
the Dreamcast was “taking gamers 
where gamers are going.’ Good lord, 


hopefully not... * It’s almost embar- 


PPO eee er eee errr rir iter ere tere r reer errr reer reer e rere rere ee rer yee rerer reer ere rey 


NET EO TREE RT EEE TE EMER ORES EEOOREEESEEES EEO HEESEEE SET ESEE ES ESE SHEED OEEEESEEEEEEEEEE EEE EE EEE EEEEEEEE ROE EbEHEOE 


THREE EER RHR TERE ERE ESE O OHHH REESE HEHE DEERE ES EOH HESS E EEE TEETH EEE ES SESE EERE ES EEEEE SEDER ESE SEE H ESSE RESON EEES © 


rassing that we have to print this, but the 
mail keeps coming: That joke in the Janu- 
ary issue about old GamePro issues going 


for six figures at a Sotheby’s auction was just 


POPES ORR AP TORE REST NNER ESSE EEE RE ASE SSE HEREEREEEEEEH EE EEE EEE EE SEES ESSE EEEESE NESE ESOS EEE EE EEE EEE EERE ER EEEEOS SE 


that: a joke. What? The bit about mixing the 


Sui buss cU ccs cscpecuadedepuevusbwescseseiste cans visie ihuskasiv bi aan ink with editors’ blood and 24-karat gold bor- 


ders around the screenshots didn’t tip you off? 


POP ERE TEMPERA ERE EE eee ROO OH ER EE EOE OES SEE NEES ESOS ESSERE ES ESO EE SHEE ESPOSS SEES HEE SSE OEe EES EES EEE beEEbeseeseeS® 


SSPEESRRASEOR REST HR REE ER RES SERDAR TERE EH SH ORE HEED EHR OTE REE RES EE ESE HORE EE SOROOH TEESE SESS SAEN SEES DESEEOSEHESS 


FI EARESSA SORT E NESE E RETO R RHEE ORE SESH ERE H EERE O EET EEA EEDA EE Ee ee Oe ESSE ESET EESEE SESS E See Eee Eeeesueenneeenseseusss® 


Source: NPD TRSTS Video Games Tracking Service 


Yikes. We weep for the future. * Of course, 
we're not weeping as much as Future is. * You 
know, with Quake, UT, and a Web browser 
out, if Logitech or someone wanted to make a 


high-quality mouse for the Dreamcast as an al- 


ternative to Sega's lightweight cheesy one, we 
HANDS-ON WITH ARMORED CORE 2 TOYS Sassen 


When we received our first glimpse of the Armored Core 2 figures from ArtFX/Koto at last year’s San Diego Comic RRUIRORAGIGANBIerae CUR CC Comey imc ane gs 


Con, we knew we had to have em. These babies are some of the coolest looking mech toys on the market. And, as 


luck would have it, we recently got our hands on one of the latest prototypes coming down the pipeline for a com- 


plete mechanical inspection—Unit 03 in the AC2 High-End Action Figure lineup, ZioMatrix Deluxe. 


The design looks great: stark black-and-silver, with a highly detailed and glossy (but not overly 


shiny) paint job. Here’s what you're gonna get when you delve a little deeper: four interchangeable 


HIDDEN CHA 


‘MeSSACE: ToWwO DRIFTER, YOUR mission 


GAMEPRO MAY 200! 


sity 


create all sorts of nifty “custom” mech designs. 


your local comic book or collectible shop. 


ere nr Ee Ree TY 


something a little more angular and sleek would have been more appropriate. 


hands (two of which are capable of holding the gun...properly!); three swappable heads; 
detachable arm-guards; and streamlined backplates, complete with 26 points of well- 
concealed articulations. The arms move and hold their position especially well, and tiny 
details like over-boosters that flip up from the back unit show that a lot of thought and 
careful craftsmanship went into this mech. What's more, nearly all of these removable 


parts—even the entire torso—are interchangeable with the other AC2 models, so you can 
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What? That's not enough? The guy brings new 
meaning to the phrases: “hounding a com- 
pany” and “sniffing out the truth.” * Need for 

Speed: Motor City is back on track. Amen to 
that. * No, you can't go to E?. * Live Nude 

Editors! (Except for the “Nude” Part); Edi- 
tor chats at gamepro.com are going great. 
If you haven’t stopped by to say “hello” to 

a GP staffer, do it any weekday at 7 PM. 


Eastern/4 PM, Pacific. There’s a sched- 


ule posted on the home page. ° 


A couple minor quibbles: The legs are fully articulated at the knee, ankle, and hip, but the lower leg is ses AMAIMIUI Tie aS) 
big and bulky, so there isn’t enough range for foot movement...but that’s no big deal, and the big lower inhuman at The Grid. * New 


legs ensure that the figure is firmly anchored and always balanced. The gun that’s included is pretty boring; Legends...New Legends... 


New Legends...New Leg- 


The bottom line? Mech fans will undoubtedly want to play with these AC2 figures, and this latest model ends...New Legends... 


will make a great addition to the lineup when it hits stores in May. For now, go hunt down the rest of them at New Legends 
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Babble: Auch ’n Amrich Doodles: Mao 
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S ICKENED BY THE thought of another hand of Solitaire? Swept away all 
the mines you'll ever want to sweep away? Well, EA.com (www.EA.com) 
has been hard at work providing unique alternatives to endless online games 
of Hearts, and since the launch of its 
new subscription-based EA Sports Ser- 
vice (Www.easportsservice.com) a 
couple months back, there have been 
even more ways to sate your appetite 
for quick and easy online gaming — 
especially if you're a sports nut. 


OFF THE FIREWALL, 
NOTHIN’ BUT WEB 


One goal of the EA Sports Service is 
immediate accessibility, and the 3 MB 
games download in 10 minutes, which is perfect for users with 56K modems. 
And this isn’t Atari 2600 Baseball we’re talking about—these are stream- 
lined browser-based versions of your EA Sports favorites that have been 
given a once-over for quick and dirty online play. Three titles were available 
at the start of service launch: Players could compete alone or head-to-head 
online in the fully licensed games NASCAR Web Racing, Tiger Woods PGA 
Tour Web Golf, and Knockout Kings Web Boxing. Plus, each game has world 
wide leader boards, ladder tournaments, and EA.com pre-planned feature 
events to tie the whole package into a sporting mini-community. 


ONLINE EAVOLUTION 


Because you don’t have to buy CD-ROMs or software, and because down- 
load times are being kept to a minimum, evolution is the name of the EASS 
game. Brand new titles will continue to be introduced to the lineup, and 


Simple, intuitive controls make it easy 
to play like a pro in Tiger Woods PGA 
Tour Web Golf. 


The simple Web browser-based set- 


up makes starting a game a walk in 
the park. 


The upcoming Triple Play Web Base- 
ball will feature all the players. and 
stadiums of your favorite MLB teams. 
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TONGHIIUERS POR 


EA.COM’S EVER-EVOLVING ONLINE SPORTS SERVICE 
OFFERS PG GAMERS A WHOLE NEW ARENA, a ser 0:00 


new teams, rosters, and customization options will be added 
to existing games to reflect new seasons. Some early games 
are even slated for hardware acceler- 
ation upgrades and expanded multi- 
player support. 


GAZE INTO THE 
CRYSTAL SOCCER BALL 


The upcoming titles look light years 
ahead of what's already available: A 
demo of FIFA Web Soccer sported 
full-screen, hardware-accelerated 3D 
action, including a healthy collection 
of textures, fully animated cut-scenes 
and unique player animations. Pretty 
spiffy, especially considering this is only a 3 MB 
download we're talking about. Not too long after 
FIFA, EASS will introduce Triple Play into the mix. 
The early demo of Triple we saw wasn’t as far 
along as FIFA’s, but it was still looking tight, 
impressive, and—above all—fun. EASS 
launched earlier this year at $4.99 per 
month for unlimited access. Check it out 

at Www.easportsservice.com. G 


. EA SPORTS 


Now PC gamers can square off against 
an online opponent in Knockout Kings 
Web Boxing, the only PC version of the 
game available. 


$9 ming 


magne == 7 = David Beckh. 
Lap Time 5: vid Beckham 


Bost Lap 


Pos: 15 / 16 MPH : 173 
Lap: 1/4 RPM : 6663 


Sixteen real-life NASCAR drivers, five 
tracks, visible car damage, and custom- 
izable paint jobs round out NASCAR 

Web Racing. 


: 00:26:809 


FIFA as presented by EASS boasts cut- 
scenes and animations, from celebra- 
tions to disgruntled reactions at being 
carded. 
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FIFA Web Soccer will be the first game in 


the lineup to offer full-screen, hardware- 
accelerated 3D play. 


Replays and a wide assortment of cam- 
era angles catch all the action in Triple 
Play Web Baseball. 
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By The Whizz 


HE DREAMCAST |S teetering on the brink of extinction as a stand-alone 

console game machine, but that doesn’t mean Dreamcast games are going 
the way of the dodo. Sega and Pace Micro Technology have joined forces to mate 
the Dreamcast with a set-top box (STB). And with Pace Micro being the largest 
supplier of digital set-top boxes in Europe and the fourth largest in the world, 
some time in the near future, you just might be able to tune your TV to your very 
own Sega games channel. 


By moving the Dreamcast into set-top boxes, Sega continues its legacy as a trailblazer 
on the high-tech frontier. Set-top boxes have been around for years, but are still a 
technology looking to catch on. The set-top box is actually a kind of home-network 
gateway for interactive communication. Depending on the 
type of pay TV service provided by your local network 
operator, you might use it to surf the Web, see the latest 
movies, manage e-mail, or even play video games, all in 
addition to watching television. 

STBs can do this because they’re able to display data 
signals that ride piggyback on your regular television signals. | 
Your average broadcast TV signal is tuned to particular —[ | =o. 3 — \ oe 
frequencies, but those frequencies have gaps that can be aa ae f 
detected by special channel-processing hardware. TV service 
providers can insert data into those signal gaps, and an STB with the proper 
circuitry can receive that data via cable, satellite, DSL lines, or any other 
transmission technology, and then display it on your TV screen. 


There’s not a lot of mystery to the Dreamcast/set-top box. It’s basically STB 
video hardware and the guts of a Dreamcast, minus the GD-ROM drive. The 
drive is expendable because all the data is downloaded with the TV signal. 
Pace has also integrated a 40 gigabyte hard-disk drive into its set-top 
box, turning it into a personal video recorder (PVR). Pace PVRs use the 
hard disk to enable you to pause, fast 
forward, rewind, and record live TV pro- 
grams. You can also run instant replays, slow 
motion replays, or download Dreamcast games. 
Because the network operator can change the 
list of Dreamcast games you can play at any time, 
you won't actually own them. However, you'll still 
have 24/7 access to great Sega games, and, with most 
systems, you should have the option to retain access to 
your favorite games even when the play list changes. 


With digital TV service providers like Microsoft and AOL, along with PVR companies 
like TiVo and Replay, just beginning to register on consumer radar screens, Sega games 


streaming into your homes is about one or two years away. But at least we can now 
dream a dream of Dreamcast games. (Gr 
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Immersive story follows characters as" Ss | aT i | Combat system allows both close-quarter 
they examine the meaning of life and death. Se Cay SOOM ES oc gy, Me , weapon attacks and long-range laser attacks. 


‘Computer Al reacts to and learns from your 
actions, Mtping you minimize civilian casualt?®s. 


pee and the “PS” Family logo are. 
registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the interactive Digital Software Association. Socas 


. a : 
l DE / ZONE OF THE ENDERS™, METAL GEAR®, METAL GEAR SOLID® and SONS OF LIBERTY™ are either registered trademars. 
' ¢ ® Konami® is a registered trademark of KONAMI CORPORATION. ©1987 2001 KONAMI CORPORATION. All Rights Reserved. 


“Certainly one of the most exciting games we've ever seen, 
and it plays like an absolute dream.” bho Ae OE ee 
: < 7 Official PlayStation Magazine : 
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easy—but when the time 


Missions change when re-played. 


ZONE OF THE ENDERS” 


fast-paced battle sequences with multiple 
enemies in pve 3D environments. 


Animated Blood 
Animated Violence 


Produced by Hideo Kojima ° 
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starwars.com 
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THE X GAMES—ODDWORLD: MUNCH’S ODDYSEE 


aure, the console looks cool—but everybody knows the ahox will ue 


or die by its software. GamePro presents your first in-depth look at 
the games Chat will support Microsoft's machine. 
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Once planned for the Playstation 6, Oddwarid: Munch's 
Oddysee iS now one of the premier titles for the ibox. 50 


how 15 Oddworld adapting to the KHOR UNIWEPSE? by todokon mike 


HEN THE ROSTER Of PlayStation 2 games under 

development was released, one of the more talked- 
about titles was Oddworld: Munch’s Oddysee —the third adven- 
ture in the Oddworld saga, which started in 1997 on the 32-bit 
PlayStation. Anticipation for Munch was heightened at the 2000 
Electronic Entertainment Expo where a brief demo wowed audi- 
ences and pushed the game onto practically everyone's 10 most- 
wanted list. Yet, despite the PS2’s promising game-playing power, 
Munch's grand design exceeded the system’s capabilities and is 
now under development for Microsoft's Xbox. 


Ue iets 


Whereas Oddworld: Abe’s Oddysee and Exoddus introduced gamers to 
Abe and his fellow Mudokons, this latest action-adventure chapter of the 

Odd world saga will mark the debut of another Oddworld species: Gabbits. 
These seemingly innocuous, aquatic critters house an 

invaluable Oddworld commodity: lungs that are the perfect 

replacement for Glukkon lungs ravaged by chain-smoking. As fate would 
have it, cigarette manufacturing is also big business on Oddworld, and 

Munch just happens to be one of the last free Gabbits.. .. 

Munch's eye-popping opening cinema illustrates all these 
events and facts, setting the game’s tone. Munch is captured and used as a guinea pig, during which time his noggin 
is implanted with a mind-control device. In a daring escape, Munch discovers he can use the radio-like device in his 
head to command mechanical objects, such as cranes and other “labor-saving” tools. 


= 3 


Despite Munch's top-billing in this Oddworld title, fans of the series haven’t seen the last of Abe. In fact, Munch 
4 spends much of his onscreen gametime with the gifted Mudokon, who will be a secondary playable character. 
Just as Munch can possess machines, Abe has his own manipulative telepathy —but on living beings. Fans of 
Abe's PlayStation titles will im- A Y 
mediately find themselves in | 
‘yf C. familiar —albeit lukewarm— 
/ "water: The creatures in 
“  .  Munch’s Oddysee will be 
imbued with varying levels of 
mental resistance that Abe can pene- 
trate only after having enhanced his “possession” 
powers. But this adventure isn’t a one-Gabbit or 


* 


o 
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Mudokon show: Gameplay will em- 
phasize teamwork, as you switch 

between Munch and Abe on the fly 
in order to solve puzzles and access 
diverse areas. 


Taking Oddworld to 3D for the 
Xbox—Abe’s PlayStation titles were 
2D— is opening up new and seem- 
ingly endless possibilities, but is also creating several challenges for the developers. A primary goal was to 
avoid some of the common pitfalls that plague other 3D action/adventure offerings. 

Some problem-solving involves the use of offscreen space and how it factors into the gameplay. For 
instance, you \ won't be shot tha an offscreen enemy—enemies in Munch’s Oddysee cannot inflict damage on 
your character unless they’re visible onscreen. Another hot-spot was 
character/object interaction. For example, in order to open a door, 
you won't have to pinpoint your position; most interactive objects, 
such as levers and doors, will have chalked-out “safe” zones 
around their perimeters, so all you'll have to do is press the 
action button inside that zone around a given object for the 
action to occur. 

Speakdi of buttons, the controls are also being simplified. With the im- 
plementation of analog controls (see sidebar, “Hands-On With the Xbox 
Controller,” next page), you'll no longer need to press a button to alter your 
character's traveling speed; the pressure you exert on the analog stick will 
determine your pace. The buttons will be pressure-sensitive, too. One but- 
ton can even produce multiple spoken responses: For instance, if Abe en- 
counters several fellow Mudokons, a light tap on the “talk” button will allow 
him to address one of them, while a hard press on that same button will 
attract the attention of the whole group. 


Even in its rugged, early form, it was easy to see why Microsoft has such 
high hopes for Munch. The Xbox's polygon-crunching power was immedi- 
ately obvious, with eye-candy ranging from awesome panoramic vistas to 
micro-fine details. Through the eyes of an in-game character standing atop a 
small mountain, you could see for miles in any direction—think ultra hi-res 
PC graphics. The game also had a healthy number of interior settings, espe- 
cially automation-heavy factories that were loaded with conveyor belts, down- 
trodden workers, and other moving parts. As for the full 3D characters, they 
were remarkably lifelike, and you would’ve been hard-pressed to spot a 
rough polygon—or any polygons, for that matter—in their construction. 


Munch still has approximately eight months left in its development cycle, 
which means its release should coincide with the Xbox launch. Once again, 
the Electronic Entertainment Expo should provide gamers with even more 

info about Munch to chew on this May. @ 


LEGENDS 


FING TIGER, 


Mystical martial arts combat meets heavy-duty artillery in 
THQ's ambitious action/adventure game, New Legends. Get 
ready far an intense box launch battle! 54 sae oust 


OSTHE X GAMES: NEW 


_) EVELOPER INFINITE MACHINE began working on New Legends as a PC title over three 
years ago when it was just a two-man company. Since then, Infinite has grown to over 20 
employees and its game has found a new home on the Xbox, along with a champion in publisher THQ. 
All the pieces are now in place—and this Legend is ready to be born. 


Claws, SWORDS, axes, STares, SPearnsS cra past the rds whe gifround the train yard 


New Legends is an intriguing contradiction of a game. Though set in the future, it creates a world that _t0 get inside to the rocket manufacturing plant. 
retains the mysticism of ancient China. New Legends is a third person action/adventure game that will ) 
use a heavily modified version of the Unreal Tournament engine, blending weapon 
combat like that found in Soul Calibur with the run-n-gun stylings of Syphon 
Filter. Sound interesting? Definitely. Is it going to work? Well, so far, so good. 
, You'll play as Sun Soo, heir to the throne of a 
troubled Chinese kingdom. The evil Xao Gon and 
his army have taken over, so Sun Soo must recapture 
~ his homeland. Throughout the adventure, you'll meet 
up with friends who aid you in your struggles through 
the game's 30-plus levels. And, of course, you’ll run into 
plenty of bad guys—and that’s where New Legends starts to 
get really interesting. 


1aND CANNONS, 
SHOTGUNS, PLAaSma GUNS 


The combat system will enable players to arm themselves with two weapons simultaneously 

(for example, with a sword in one hand and a machine gun in the other), or with one 

two-handed weapon (like the Axe Hammer, Infinity Staff, or rocket launcher). Weapons 
will be separated into two categories: melee (swords, spears, axes, and more) and 
tech weapons (guns, rocket launchers, and even bows). 


f rn When fighting with the 10 melee weapons, players will use a simple combo 


pee 


The spear will allow you to throw your opponent 
and use him as a weapon. 


system that includes a left-attack, right-attack, and a super-move button. Combos 
9 will change for each weapon, allowing for amazing variety in the fighting. You'll 

ee also have a Chi meter that builds up as you hit your opponents. When it reaches 

its max, you'll be able to deliver a Chi super move —the most powerful, most 

dramatic attack. The exact implementation of the Chi meter and the final 
number of combos per weapon haven’t been determined yet. Players will 
obtain the most powerful melee weapons—the Forbidden Blades, which 

all have special elemental powers—from the boss characters. 


| \ _ “Each melee weapon will have 
\L its own unique combos, like this 
eadiy Axe Hammer attack. 


ING DR 


Along with melee weapons, you’ ll have an assortment of nine tech/projectile 
weapons that enable distance attacks. Your character will auto-aim with shoot- 
ing weapons and melee attacks, so New Legends should have more action and 
less frustration. Plus, many of the two-handed projectile weapons will have 
alternate fires: for instance, a missile spray from the rocket launcher and mul- 
tiple arrows from the bow. The camera reset button will also let you strafe, 
which should add to your effectiveness as you run-n-gun. 


In the preview version, only two weapons were completely finished, but their 
combos and special moves were a breeze to pull off—and very impressive 
to watch. Whether cracking the ground with the massive Axe Hammer or 
— - end ma al in an electrified whirlwind with the Infinity Staff, 

7 wee New Legends’ battle system and con- 
trols worked very well already. Other 
weapons shown off included a hook 
and chain (which comically featured 
Scorpion’s patented, “Get over here!”), 
a three-sectioned spear, hand-claws, 
and an array of guns. 

The game’s levels—including Sun Soo’s castle and 

neighboring city, a snowy mountaintop with huge bridges 
to traverse, and a sprawling train yard that leads to a rocket 


manufacturing plant—were generously sized, revealing awesome 


ments. Other terrific visual details stemmed from 
the game's complex facial-animation system, which 
should effectively bring the characters to life. 
Overall, New Legends is one of the most 

interesting and promising games on the horizon. 
With its extensive combat system and electrifying 
art design, Legends could be one launch title that 
really jump-starts Microsoft's new console. (Gr) 


_____—- Chinese-style architecture and plenty of open space 
for combat. While the art wasn’t complete yet, these 
levels already looked awe-inspiring—so much so that 
frame rate might be a problem. Yet the developers are 
sure that the Xbox can handle these massive environ- 
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THE X GAMES: GHOST RECON 


SINCE UN Wale 


Having been described as "a conflict that does not determine who is right, but who 1s 
left," Tom Clancy's Ghost econ should have you sweating bullets, literally, amidst the 


wetwork of modern Warfare. sy Fovr-tved orason 


VW ITHOUT A DOUBT, Red Storm’s legendary Rain- 
bow Six series took shooting fans on an exhilarating 
ride by perfectly mixing team-based strategy with gripping first- 
person action that incorporated authentic military equipment 
into realistic environments. Now, action addicts can follow a 


new squad on the Xbox for what promises to be an even more 
intense armed conflict using the same combat style. 


THE WaRMONGER IN “OU 
In Rainbow Six, players took control of Team Rainbow, a counter- 
terrorist task force that traveled to international locales, hunting 
down groups which threatened the peace. Ghost Recon, however, will be about a top-secret special 
forces Army unit nicknamed “The Ghosts.” They are America’s most highly skilled soldiers and have 
been grouped together to form one deadly team. 

Because the game will be more military focused, the action should be 
even more engaging. Besides conducting objectives on foot, you can expect 
to have assistance from ground and air support, as well as from other inter- 


fective, quick insertions into hot spots. 


Your team will split up to cover more ground and 
accomplish multiple objectives. 


PTIONS | 
AME TYPG: 


=] DIFFICULTY Level: 


JOC 


MAX PLAYERS 


INSTRUCTIONS 


<@®, TOGGLES CURRENT 
~ OPTIONS 


@ "ores BETWEEN 
7 CONTAOL GOT'S 


EE 


| , _ national military forces. Through 18 missions, you'll scope out enemy 
. vie "defenses, blow up structures, raid rebel camps, and rescue captured troops. 
- 4 x ae Brian Upton, chief game designer of Ghost Recon, says the game will ie | 
~-r afford new gameplay opportunities. “The missions in Rainbow Six all had to Form your own dirty dozen! Up to 12 
=" follow realistic rules of engagement for counter-terrorism operations, which players can duke it out online. 
| meant we couldn't do things like have a mission where your objective was to go in and blow the crap out of every- 
thing. On the other hand, the Army specializes in blowing the crap out of things.” Upton also designed the original 
Rainbow Six series and was one of the founders of Red Storm Entertainment; he’s the perfect person to lead 
the Tom Clancy franchise onto the Xbox. 


)} NOT YOUR CVERYDAY PEASHOOTER 


Ghost Recon will feature the same combat model as in Rainbow Six: For instance, 
one well-placed shot will take out you or your opponent, while team 
_, Strategy is how you fulfill your objectives. Additionally, 
a | if a team member dies during a successful mission, they 
won't come back. 
Most importantly, the game will 
contain weapons that look and fire like 


“VETERAN” 1S EASIER 
THAN “GLITE™, BUT 
CERTAINLY (GNF 

FOR ROOKIES! 


Id SEARCH CRITERION: 


Seigirettpese cuenta 


You'll be able to order part of your team to go on 
the defensive, while you and a colleague go on 
the offensive. 


There’s no runnin’ and gunnin’ in Ghost Recon. You'll have to 
,, constantly provide cover for your teammates or else you'll en- 
" danger the entire platoon. 
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SHE HAD BEEN HIDING OUT 
AT A TOY STORE IN THE BIG 
WORLD. PLOTTING AND 
CONNIVING IN HER NEVER- 
ENDING QUEST FOR POWER. 


SHE AND HER MINIONS HAD 
UNLOCKED MYSTERIOUS 
PORTALS THAT ALLOWED 
THEM TO GO INTO DIFFERENT 
TOY WORLDS. SHE DECLARED 
HERSELF QUEEN OF THESE 
WORLDS. 


NOW ALL SHE NEEDED WAS 
A KING... 


UNFORTUNATELY, THE KING SHE 
WANTED WAS SPOKEN FOR. 


VIKKI! YOU THOUGHT 
THAT I FORGOT ABOUT 
YOU, DIDN'T you? 


YOU ARE A TREASURE... 
WAITING TO BE BURIED. 


BUT AS BAD AS BRIGITTE IS, ATLEAST HER DAD WILL NEVER SEE THAT I'M A PROVEN WAR 
FATHER DOESN'T TREAT HER LIKE A CHILD. REPORTER. I'VE BEEN SHOT AT JUST AS MUCH AS 
7 THIS DISCUSSION IS OVER! YOU VIOLATED Y 
~& ORDERS. YOU'RE GROUNDED, VIKKI, UNTIL £ 
FURTHER NOTICE. . 


SARGE, BUT IN HIS EVES... TM STILL HIS LITTLE 
GIRL WHO'S TOO CURIOUS FOR HER OWN GOOD. 


LATER THAT DAY, I RECEIVED , 
A MYSTERIOUS NOTE THAT me — 
PROVIDED A TIP FORA 
LEAD STORY. MY IN- 
STINCTS TOLD ME IT 
COULD BE A TRAP, BUT 
IF IT WAS TRUE T 
COULD PROVE DAD 
WRONG BY BREAKING 
THE BIGGEST STORY 
OF MY CAREER. 


” HMMFI 
SOME HOME, 

I LIVE ON 
AN ARMY 
BASE!! 


NEEDLESS TO SAY, 
I ENDED MY CURFEW 
EARLY. 


MY STORY'S 
CONTACT WASN'T 
WHAT I EXPECTED. 


HIS NAME 
WAS RAGE, 


epee 


I SHOULD HAVE 
LISTENED TO MY 
@ INSTINCTS. | 


I NEVER KNEW WHY 
HE RISKED HIS LIFE 
FOR ME. 


BUT LEONARDO, AS 
I LATER CALLED 
HIM, BRAVED 
DEATH AGAINST 
A FOE THAT 
COULD'VE SNAP- 


PED HIM IN TWO... 


/ I WOULD'VE 
KISSED HIM 
FOR IT... 


| RAGE KNEW HE MADE SO RAGE y TO GET | 
A MISTAKE WHEN LEO LIVED UP | ; HOME! 
WENT AFTER ME TOHIS ‘ : 
THROUGH THE PORTAL NAME... | 


y 


: . W4 ji T AND BLEW 
IF I HAD da a y UP OUR 


THE CHANCE. | ig [ONLY CHANCE... f 


Sa 


ge BUT EVEN AFTER 3 WEEKS, I NEVER 
GAVE UP HOPE OF RETURNING HOME. 


ne “av 
EVEN SO WE HAD TO SURVIVE. 


WITH LEO'S PA AWS FULL OF SHRAPNEL, 
4 I BECAME HIS PROVIDER, NURSE, AND HUNTER. 


_— 


a 
HE GREW TO 0 TRUST ME EVEN LISTEN | 


I COULDN’ T BELIEVE IT. ALL MY LIFE 
I'VE HAD TO FIGHT FOR RESPECT FROM 
GENERALS, COLONELS OR ANY OTHER 
BRASS WHO SALUTED A FLAG, YET 
HERE I WAS WITH THE UNWA VERING 
setae OF A JUNGLE KING. 


A KING, THOUGH, NEEDS HIS FEASTS, 
SO EACH DAY I HUNTED. IT WAS EASY 
AT FIRST, I'D STEAL DINOSAUR EG6S | 
FROM THEIR NESTS. 


wi ONE DAY DURING MY TRAVELS, I FOUND A 
: MAP CARVED INTO A STONE TOWER. 


ON THE MAP WAS A PORTAL. | 
as 


WE HAD A CHANCE TO GET HOME | 
BUT WE'D HAVE TO LEAVE CAMP 
TO FIND THE PORTAL. 


ONE MORNING THE | 
LOCALS ARRIVED... 


IE GUESS I STOLE 
TOO MANY 


THANKFULLY 
LEO'S WOUNDS 
HAD HEALED. 


AND I GOT TO 
SEE HIM RUN! 


I JUST HOPED HE 
WAS FAST ENOUGH! 


LEO COULD'VE OUTRUN 
THEM IF I HADN'T BEEN 
ON HIS BACK. 


Prrieic 


» BUT THAT WASN'T AN 
._. OPTION. 


THAT'S WHEN 
IT HIT ME... 


D BAD... 


BLESS HIM. 
HE LISTENS. 


ONE SHOT... 


I HATED TO ADMIT IT 
BUT DAD WAS RIGHT. 


HE TAUGHT ME TO 
SHOOT WITHA BOW... 


"NEVER RELY ON GUNS ALONE," 
HE SAID, "THEY JAM. FIGHT WITH 
WHATEVER'S AVAILABLE, KNIFE, 
SWORD, BOw..." 


I USED TO THINK HE 
WAS CRAZY. NOW, 
I'M NOT SO SURE. 


THE PORTAL 
LOOKED ABOUT 
1/2 MILE AWAY. 


NOTHING 
DANGEROUS 
ABOUT IT. 


I EVEN 
TOOK A 
PICTURE 
OP IT, 


THE PORTAL WAS bag ff 
LOCATED AT THE ot , 
ANT... 
“Se 


Band BASE OF A DORM 


f 


WE DIDN'T 
HAVE MUCH 
4} 0 TIME! 


WE GOTTA 
JUMP, LEO!!! 


MY HEART LEAPED... 


I COULDN'T 
WAIT TO BE 
HOME AGAIN... 


TO KANSAS. 


OH, LEO, WE'RE 
NOT EVEN CLOSE 


...BUT HOME WAS A 
LONG WAY AWAY. 


: Medieval bow. 


Trapped ina strange - 
world by the villainous 
Brigitte Bleu, Vikki G. 
must overcome a 
number of adversaries 
with the help of her 
lion friend, Leo. Using 
portals to travel from 
each new world to the” 
next, Vikki must rely 
onall her skills to. 
overcome her enemies. 


Armed with only a bow, 
Vikki has a number of — 
"hotshot" tricks she can 
use to save the day! 


— Arrow | 
Used i in battle 


Each world presents 
Vikki with new | 
challenges... and 

new costumes! Cj 


Medieval uniform 


Leo has teamed up with Vikki 
to help stop Brigitte Bleu's 
sinister plan. His keen senses 
and sharp hunting abilities | 
_ help Vikki battle her way 
from world to world. 


~ menacing i is all that anhed 
_ between Vikki Ki and the portal to the 3 


“= + 


Front view — & ee Be : 


A shock trooper, Rage — 
“des Brigitte Bleu's — 
evil bidding. 


Energy weapon 
capable of - - Razor-sharp claws 
destroying Cut through anything — 
ter my that gets in his way. _ 


rigitte wants Sarge for her 


own and only one person stands 
in her way - Vikki G.! Using her 
control over the various toy 
worlds, Bleu is determined to 
put an end to Le Ki" s meddling — 
once and for all. 


a 


Join Vikki as she makes 


her way from world | 
to world. 


What lurks within the 
Prehistoric world? 


ented beim. 
emanate Se Mase, 


wot 


Danger awaits 
_. Vikki in the 
Space world! 
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their real-life counterparts. “I think I’ve broken the spine of our 
copy of Jane’s Infantry Weapons,” says Brian, detailing his efforts to 
research just the right armaments to include in the game. “And ~ ue 

some of our military contacts have given us access to the next | 
generation of infantry technology that will be coming online in a 

few years.” Consequently, Ghost Recon will contain heavy fire- 

power, like the replacement for the M-16 rifle as well as the M- 
136 anti-tank rocket that you carry on your back. 

Some game mechanics in Ghost Recon, however, will differ from those in 
Rainbow Six. Using the military’s new high-tech garb, Land Warrior gear, you'll 
be able to communicate a change in plans quickly (instead of doing up-front 
planning like in R6), or see where the rest of your squad is 
located—all from a computer attached to your helmet. There 
will also be an RPG element to the game where characters gain 
points to increase skill levels after.each mission. 

Ghost Recon will have online capabilities, too. The final num- 
ber of multiplayer games has yet to be determined, but Red 
Storm reports that Ghost Recon will let up to 12 players, both 
PC and Xbox users, do battle with each other over the Internet. 


ea 
on 


27/5 yn a 


hvas  WuAcces 


Planned as one of the first titles to be released for the Xbox 
launch, Ghost Recon seems ready to show gamers what real 
action is all about by using a proven gameplay formula: team 
strategy plus intense firefights equals long hours of fun. Be pre- 
pared to take aim at Ghost Recon this fall. 
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9 THE X GAMES: HALO 


=) WORLD BPAarRT 


Bungie's science-fiction extravaganza for 
the box may propel action/adventure 
games into another GiMeNSiON. oy Aton. 


HEN BUNGIE FIRST revealed its science-fiction epic Halo last 

year, it took only a few awesome screen shots to set off big-time 
buzz. Already slated for release on the PC and Mac, Halo emerged as one of 
the key first-party launch titles for the Xbox when Microsoft acquired Bungie 
and made it an independent internal studio. The game remains a work in 
progress, but, oh, what promise! 


Halo, which began life as a third-person action/adventure game, will definitely 
use the first-person view. You'll play as a member of a group of human sur- 
vivors from a military space cruiser. You escape a vicious alien armada to land 
on a mysterious artificial world called Halo, which is actually a huge environ- 
ment built on the inner surface of a 10,000 kilometer ring orbiting a gas giant. 

Discovering exactly what Halo is is one 
of the secrets of the game—and it’s being aggressively guarded by 
Bungie. Halo may house an advanced technology utilized by your 
foes, an alien collective called the Covenant, which you must race 
to find. Science-fiction stalwarts might recognize elements of classic 
story lines lovingly borrowed by Bungie from the works of Larry 
Niven and lain Banks. 


Even in preview form, Halo looked drop-dead gorgeous. Thanks to 
Xbox’s cutting-edge Nvidia graphics hardware, the Bungie boys are 
going wild with visual effects: Huge, otherworldly vistas revealed a 
vast landmass curved up into the sky on the horizon; fine details 
like real-time reflections on the surface of your battlesuit were 
similarly impressive; and even spent bullet shells were guided by 
individual physics models based on the position of your weapon. 
Gameplay was in the rudimentary stages, but it’s clear that Bungie 
*s has plans to amp first-person firepower. Also, vehicles—both human 
and alien—will be an important part of the action: For example, the 
standard human transport will be the Warthog, an SUV on steroids 
armed to the teeth. The ’Hog will have room for three people: a 
\__ driver; a gunner manning a mounted, heavy machine gun; and 
another armed passenger. In multiplayer games, three players 
will man the Warthog; in the preview version, a split-screen 
provided each player with a first-person gameplay view 
from his own perspective. Of course, the Xbox has four 
controller ports. So, where’s the fourth character? He’s 
reconnoitering on foot or flying over head to provide cover! 
Additionally, you'll commandeer tanks and capture alien air- 
craft. You’ll even be able to shoot some of them out of the 
sky, then, if they haven’t sustained major damage, you'll 
fly them, too. 


gg 


Even in its pre-evolutionary state, Halo looks like a for- 

midable piece of software. If Bungie can make it a stand 
out among launch titles, the Xbox could run rings around 
the competition. 
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DS) MORE X GAMES 


7 Developed and published by Microsoft ¢ Target release date: Fall GOO! 
SX, MAKE wAyY—Microsoft is waxing up its own snowboarding symphony, tentatively titled Amped. 
The difference? While the courses have been tweaked by X Games architect Chris Gunnerson, these 
mountains will be based on real ones—Utah’s Brighton, Vermont's Stratton, and California’s Snow Summit— 
and the name of the game is fame. Your goal is not only to pull off tricks on the game's 120 runs, but also 
to do them in certain places (such as hidden kickers) while the right 


people are watching—like, say, a camera crew. How else will you be- 
come a media superstar?—Dan Elektro 


Developed by BAI Entertamment © Published by Microsoft © Target release date: Fall Goal 

OW ABOUT THIS? A third-person, single-player action/adventure game featuring spells and 
combat, wherein the lead character, Arran, develops from a novice wizard to an elder mage as 
he progresses through his epic quest. Yes, Zelda fans will definitely want to check out Night- 
caster, which also promises over 50 spells from four disciplines; impressive 3D environ- 


ments like a buried city and ice fortress detailed with dynamic lighting and shading, plus a 
particle effects; more than 30 types of enemies; and a living fantasy world that changes 
according to your performance. You'll have your chance to rid the world of 
eternal night this fall—Dan Elektro 
Bete vs fF . =z i od 5 = 1 iS a e 


Developed by fizarre Creations © Published by Microsoft © Target release date: Fall G00 


OMETIMES IT’S NOT what you do, but how you do it. That’s the challenge behind Gotham 
(working title), the spiritual sequel to Metropolis Street Racer, which plans to unleash drivers on 
photo-realistic streets of San Francisco, New York City, London, and Tokyo. Drivers will earn “kudos” 

! for not just winning but winning with style, flair, and 
a healthy dose of risk. You'll race 25 real-world cars 
(Corvette Z06, anyone?) on aE 
more than 300 circuits through = | 
the accurately modeled loca- 
tions. When you’re ready to 
put your kudos where your 
mouth is, you'll be able to fire 
up the game's four-player split- 
screen mode and watch your 
friends eat dust——Dan Elektro 


* 
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exclusive) 


Developed by Pitbull Syndicate © Published by infogrames 
Target release date: Fall ool 


EFORE GRAN TURISMO ruled the roads, the Test Drive series cap- 
tured many a racing fan’s sweaty grip with its arcade-flavored hot pursuits 
and thrilling races. After a couple years in the pits, Infogrames is return- 
ing the Test Drive series to the roads on the Xbox this fall. Test Drive’s 
garage will be loaded with an alluring mix of more than 20 muscle cars 
and exotic vehicles, ranging from 

the Dodge Viper to the Jaguar XK-R 
to the Plymouth ’Cuda. As you rocket along 
| the highly detailed streets of four cities (including San 
a Francisco and London), you'll bag death-defying air, ram into A.l. 
opponents, and blow through phone booths and other objects—all with the 
cops hot on your tail. 

Four-player split-screen action will enable you to trade paint with your buddies, while Infogrames re- 
ports that Xbox's unique graphics capabilities will make this Test Drive prettier than any before it. While 
these screens are still early, Test Drive sure looks like it could be one slick ride when the Xbox launches 
this fall—Air Hendrix 
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Developed by tnowlllander Digital Media Works © Published by Microsoft © Target release date: Fall cool 


!OT TOO MUCH is known about Microsoft's action/adventure game Elemental—even the title is tentative — 
but this much is clear: Players will take on the role of Jayden, a blue-skinned young warrior who is seeking the 
— fragments of a disk that can prevent an apocalyptic 
prophecy from being fulfilled. In Elemental, Jayden 
travels through lands based on the four elements — 
fire, earth, water, and air—and explores two addi- 
tional realms: life and death. The nonlinear gameplay 
will include intelligent, swarming enemies who morph 
during combat, and a single weapon that channels 
the energy of all the basic elements for cool combo 
attacks. We'll have more info on this promising title 
shortly...—Dan Elektro 
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a XH CVO 2 
Developed by Terminal Beality © Published by Gathering of Developers © Target release date: Holiday deason GoD 


IN 4x4 EvOLUTION’S ambitious sequel, gamers should find a bit more gameplay depth than in the original, 
thanks to a new mission-based single-player mode. Off-road drivers will choose a race career (similar to Evolution’s 
gameplay) or a professional explorer career, which might entail heading out to archaeological dig sites or finding plane 
crash survivors in the mountains. You’ll have to take the right truck 
for the right terrain, or you'll never make it. But don’t worry — 
the final game will feature a whopping 70 trucks from 10 manu- 
facturers. Evo 2 will also feature over 30 tracks (at least half of 
which will be new) and an online multiplayer mode that incorpo- 
rates the career scenarios. For 
instance, you and a pal could be 
racing to rescue those crash sur- 
vivors. Naturally, realistic physics 
and animated, populated environ- 
ments will make it all the harder. 
Climb ev'ry mountain this holiday 
season.—Dan Elektro 


SLlLOOD Wake Pd 
Developed by itormfront studios © Published by Microsoft © Target release date: Fall GOD eee 


By FAR, ONE of the finest intros to the word “water” is “blow it out of the....’ Blood Wake 
will offer vehicular combat between such seafaring vessels as PT boats, freighters, capitol ships, 
cruisers, and more. Each craft will be loaded with nasty weapons like chain guns, torpedoes, 
cannons, armor-piercing rounds, rockets, and mines. The 25-plus single-player missions will 
relay the story of a naval lieutenant battling his uncle with the help of an outlaw band of pirates, © 
but the split-screen multiplayer mode will focus on deathmatches and games of tag. Stormfront 
Studios isn’t known for vehicle combat games (you may recognize the name from EA Sports sims 
like NASCAR ’99), but realistic water physics and reactive A.I. should help Blood Wake make a big 
splash this fall—bDan Elektro 


NEL FEVER 2002 
Developed and published by Microsoft © Target release date: Fall G00} 


WHILE IT MAY share its name with Microsoft's PC sports franchise, the Xbox version of NFL Fever 
is being designed to take advantage of the new machine's strengths. Look for all 31 teams and stadiums, 
plus a lengthy career mode spanning 32 seasons. In RPG style, players can become stronger and faster 
as their abilities improve, and they may ultimately find a spot in the hall of fame and have their jersey 
retired. The game will also have a dynasty mode for manager wannabes, and a tournament to determine 
the best NFL team of all time. With EA Sports announcing a Madden game for the Xbox, Microsoft's 
first-party football game will be an important gridiron-battle contestant. Will it be ready for kickoff? NFL 
Fever hits the field this fall—bDan Elektro 


SOLVING xy. 4 


What else 15 on deck for the shox? Details are scarce as 
mast companies are Saving Surprises for E°, but here's 
what else iS definitely in develapment.... 


Crash Bandicoot X (Konami) Metal Gear Solid X (Konami) Tony Hawk’s Pro Skater 2X 

Jurassic Park X (Konami) Mutant Chronicles: Warzone Online (Activision) 

Knockout Kings (EA Sports) (Paradox) WWF: Raw Is War (TH Q) 

Mad Dash Racing (Eidos) Shrek (TDK Interactive) ...plus multiple, unannounced games 
Silent Hill X (Konami) from Infogrames and Ubi Soft 


Madden NFL (EA Sports 
’ ; ! SSX (EA Sports Big) More definite confirmations coming 


Malice (Argonaut) in GamePro! 
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special Feature GONE BUT NOT FORGOTTEN 


In the May '98 issue of GamePro, we led an investigation into 
the mysterious circumstances surrounding games that had been 


created but never released oi. Three years later, the 
trail 1s still warm, the list of suspe 
Im nere. By Dan Elektro 


FERRARI 360 CHALLENGE 
By Acclaim for PlayStation 2 « Not released 2001 


The Hypet One of the world’s finest automobiles, the Ferrari 360 Modena 
was to a center rae ina realistic driving sim on the PS2. Acclaim planned 


nanged—and the truth 


to harness the new console’s graphical 


powers to make a stunning racer—but, 
hey, have you ever seen an ugly Ferrari? 


What Happened? If you think Fer- : 
raris are expensive, imagine how much the license to create official Ferrari games would cost! Atee announcing the 

game and starting development, Acclaim then took a second look at the company balance sheet and realized that the 
rights necessary to the game would hurt them hard financially. When Acclaim surrendered the Ferrari license, Ferrari 
360 Challenge went with it. (Gi) 


The Hype! “A ae unique,  fiche-based platform game,’ according to Air Hendrix back in our October 
1998 issue. Playing as the title character in a fantasy Asiatic setting, “Tobu has full 360-degree freedom of move- 


ment in alluring 3D worlds, as he rams enemies, collects poner up rockets 
through speed chutes, and floats up drafts.” [a 


What Happened? Games can look 


good, but it’s all about gameplay—and 
Tobu’s didn’t exactly fly high enough. The 


game simply wasnt performing up to 
expectations, so it was grounded. (3 


xc bapa 
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X-MEN MUTANT WARS wari ae = sae: 


By Activision for PlayStation ¢ Not released Holiday Season 2000 Tes 


The Hype? An action/adventure game (read: go-right, beat-em-up) that was supposed to tie in with the 
movie. Only a handful of PlayStation screen shots were released before E? 2000—and then the game was M.I.A. 
on the show floor, never to be seen again. 


Whail Happened? X-Men Mutant ow 


——— 
fa" 


f aie LVERi iio 


ese Wars was simply not up to snuff.Most $3 === 
¥ games are cancelled for quality reasons, 
and the PlayStation version of Mutant 
Wars was one such victim. Better to 
cancel a game than put out a lame 
one and make the license look bad, 


right? Right. @ 
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TATTOO ASSASSINS 


By Data East for Arcade ¢ Not released 1994 


The Hype: Hollywood screenwriter Bob Gale (Back to the Future) 
set out to build a better Mortal Kombat with Data East. The game 
featured 2D video-captured fighters, whose tattoos come to life and 
whack on other players. Characters included a Nancy Kerrigan clone 
and a giant running hot dog. Is it worth mentioning that one of the 
|50-plus finishing moves involved diarrhea? 


What Happened? Intended as a quick cash-in on the success of MKIl, 
Tattoo Assassins was rushed—and looked it. Even the designers knew they 
were polishing a turd. While the game did go on beta test for a short while in 
some arcades, it’s believed that only two machines were ever completed with 


ee 
= 


the final code. One is privately owned by a collector, and the other was last 


Ee 


percncncenge 


seen in Data East’s California headquarters—but the company went out of 
business about four years ago, so that second one could be anywhere.... @ 
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By Digital Pictures for Saturn/3DO/PC + Not released November 1995 
The Hype! Then-Baywatch beauty Yasmine Bleeth starred as a 2|st Century bounty hunter tracking power-mad dictator 


Walter Koenig (a.k.a. Chekov from Star Trek) in a full-motion video game from the gang that brought you Night Trap. Maxi- 
mum Surge was to feature a technological innovation that, in the words of Digital Pictures founder Tom Zito, could have 


“broken the stigma’ of full-motion video games once and for all: “We created a game where you could move through live 
video at your own pace —not on a roller-coaster track as in earlier games. We were remapping frames of video on the fly.’ 


What Happened? Focus groups held two months before the game’s expected release 
brought up many good suggestions—good enough that Maximum Surge was delayed six 
months so those ideas could be implemented. Unfortunately, Digital Pictures closed down 
before those changes were made —yet another victim of 1995’s gaming slump. Zito 
reports, however, that Maximum Surge was later sold to another company and could still 
resurface as an interactive DVD video. (Gr 
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ne Hype? You're reading that right—Virtua Hamster. It sounds funny, but the game involved 
polygonal rodents with rocket packs and skateboards swooshing through a huge hamster 


habitrail, collecting popcorn kernels to spit at enemies while searching for an exit from the 
evil lab. “The feel was a bit like the arcade game Stun Runner, looping through tubes at 
ap high speed,’ says the game's designer, Eric Quakenbush. 


we What Happened? Well, it was for the 32X—and you know how 
that turned out. Sega public relations reps from the era have no recol- 
lection of the game, but Quakenbush says a British company picked up 
development for the PC after Sega stopped production. Unfortu- 
nately, Hamster never came out for PC either, and Quaken- & 
bush, who also designed Jurassic Park for the Sega CD, and ee 
Garfield: Caught in the Act for Game Gear, remembers Virtua Hamster 
as the one that got away: “It would’ve been a classic if it had shipped” @ 
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® LEGO and the LEGO Brick are trademarks of the LEGO Group. © 2001 The LEGO Group. GAME BOY and GAME BOY 
COLOR ARE TRADEMARKS OF NINTENDO OF AMERICA INC. © 1989,1998 NINTENDO OF AMERICA INC. Licensed by ONIN THE Fung, 
Nintendo. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Rest FRAPS, 
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_ Intense NHL® Action & Realism 


PlayStation.e 


Also available on PlayStation® 


www.989sports.com 
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Recommended 
System Specs 


Windows 95/98/ME 


Pentium Il 400 MHz 
64 MB RAM 
90 MB on HD 


DirectX8-compatible 
video and sound cards 


PROTIP: Bring Mercury, Talisman, and Incantation 
to the shrines by this pond, then prepare for a blast 


from the past. 


GAMEPRE 
PROAR-CV-~eC-WS 
CLIVE BARKERS 


PROTIP: Keep the Tibetan War Can- 

non fully charged when possible: One 
full-bore blast of its dragon breath in- 

stantly kills a leaping dog-thing before 
it tears out your throat. 


Published by EA 
$29.99 


Available now 


Action 


| player 


E WARY, THEY Say, when best- 
B selling authors meddle in realms not 
eg their own—realms such as game devel- 
opment. Can anyone say, “Michael Crich- 
ton’s Timeline”? Thankfully, Clive Barker's 

Undying is the exception to the rule: a fantastic 
PY gothic surprise that blends expert storytelling into a brilliant, 
Ae blood-stained tapestry of terror. 


Tue Damnation Game 

lrish sorcerer Patrick Galloway is summoned to the estate of his friend Jeremiah 
Covenant to do a little paranormal investigation. Apparently, the ghost of Covenant’s 
dead sister—and a whole horde of horrifying freaks of nature—is making regular 
appearances at the neighborhood’s ominous Standing Stones. Playing as Galloway, 
you search for answers and uncover evils, including a Scythe that drove an entire 
monastery mad, an unspeakable family secret, and the Curse of the Undying King. 


THe Great anp SECRET SHOW 


A great amount of artistry went into developing Undying: The graphics look grandly gothic and the 


level architecture is frequently breathtaking, even though this means you’re frequently dealing with 

a low frame rate. The game uses sound effects expertly to heighten tension as 

you wander through this ghoulish nightmare. Plus, the controls will be instantly 

familiar to anyone who has played Unreal (the game uses a tweaked version 

of the Unreal Tournament engine), with its simple access to your arsenal of 

weapons and spells. A 
Where Undying really shines is in the details. ig 

You wield weapons in your left hand and spells 

in your right, and the arsenal you collect is 

perfectly balanced so you always find new 

and interesting ways to make your two 

hands work in tandem. The Scrye spell 

is a brilliant little addition: Activate it, 

and your vision becomes purple and 

hazy, and you see horrify- 

ing parts of the world 

just beyond the 

edge of reality. 


HELLRAISER 
It would’ve been simple to turn Undying into a 
straightforward first-person shooter, an alter- 
nate version of Unreal, only with more gothic 
castles, werewolves, and European accents. 
Instead, the careful craftsmen at DreamWorks 
have forged a complex, gothic horror story, 
pushing Undying far beyond the level of mere 
Quake-copycat. It’s well worth dying for. @ 


PROTIP: The brilliant Some pe serves 
a supernatural light that illuminates dark 
corners and shows you.. 


you can’t unsee. 


PROTIP: These jeic dont like to 
stay dead for more than a couple sec- 
onds. Run far away or you could be 
caught in an endless battle. 


Undying’ s beautiful scenery aaa 
looks just like a postcard postmarked 


.things. Things from—the third ring of Hell! 


= Developed by DreamWorks Interactive 


FUN 
FACTOR 


SOUND _ CONTROL 


MATURE 


CONTENT RATED BY 


PROTIP: Be maak of foot, young bisheient Or the 
spit of the teleporting slug-creatures that inhabit the 
floating ruins of Oneiros will blind you! 


PROF P: Though human, these ban- 


dits 4re as much your enemy as the 

-creatures. Stand back while they're 
fighting each other and pick off the 
humans with your revolver. 


. 


GRAPHICS 


A tweaked Unreal Tournament engine 


\ makes for some creepy, beautiful archi- 


tecture,-afid the enemies are bound to 
give you nightmares. The game requires 
a lot of horsepower, so expect a low 
frame rate unless you’re running it on a 
HAL 9000. 


SOUND 5.0 


Excel 


ent voices and a terrifying use of 
t noise makes the audio awe- 
The music doesn’t chime in fre- 
, but when it does, it escalates 
nsion to capillary-bursting levels. 


If you’ve played Unreal or Quake, you'll 
be right at home. Access to your arse- 
nal is quick and simple, and you always 
find new and useful ways to play with 
your hyper-cool weapons and spells. 


FUN FACTOR 5.0 


With a creepy, excellent story and per- 
fectly paced, complex action, Undying 
oozes freaky atmosphere. The enemies 
are actually intelligent, and a ton of little 
touches, like the Scrye spell, adds 
depth. Undying is the most complete 
and balanced single-player first-person 
shooter since Half-Life. 
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BY JAKE THE SNAKE 


= Developed by Irrational Games 
= Published by Crave 
= Target release date: Third Quarter 2001 


Winvows 95/98 


Everyone knows the real fun of being 
a super hero is smashing stuff, so re- 
joice gamers—nearly everything in 
Crave’s heroic new game Freedom 
Force will be destructible. You'll be 
able to pick up a truck and throw it 
like a baseball, or smash a building © 
into rubble; releasing an energy pulse 
will level telephone poles as well as 
yourenemies. | 


‘ 


b 
¥ ’ — 


| : : | GACE x 

In this tactical superhero RPG inspired by the Silver Age of comic A % 
books, it’s 1962 in New York City and a mysterious force called Energy X has imbued a handful of 
people—some good, some bad—with special powers. The cast of |4 playable heroes will all be original, 
including Ant, who can burrow underground and climb walls; Manbot, who wears armor to protect by- 
standers from his energy-emitting body; and Minute Man, the red-white-and-blue-clad leader of Freedom 
Force. Being flawed humans, each hero will have a weakness, such as fearing a particular enemy. The 

~ many villains should be just as interesting, each with their own back-story. 


In real-time, you'll control up to four heroes from an overhead perspective, 
though you'll be able to zoom in to view the totally 3D world from any angle. 
Completing missions with minimal civilian casualties will earn you prestige 
points to improve your heroes, or you can create your own defender of jus- 
tice, choosing from more than 60 super-hero powers. Besides deathmatch, 

the multiplayer modes will include attempting to protect or destroy a city . &, pecnsne 
and its inhabitants. Freedom Force saves the universe this fall. cLaunigAeyeatt coe’ tows! FRG RS Ba 
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F YOU LOVED the graphic detail of Diablo II but didn’t like having to tap 
Morse code on your mouse button to slay monsters, Ruins of Myth Drannor 
(based on Dungeons & Dragons 3rd Edition rules) could be your weapon of 
choice. In the preview version, the characters moved across stunning pre- 

) rendered landscapes as they fought 
zombies and orcs on their way to a 
new pool of radiance under the ruins 
of the Elven city of Myth Drannor. 
While most of the game was in real-time, combat occurred in 
turns (though in the same view), so you could contemplate 
your moves without being throttled. But don’t let the idea of 
turn-based combat scare you—the action was smooth and 
: fast. Gameplay also included plenty of interesting dialogue with 


GAMEPRO MAY 200! 


BY JAKE THE SNAKE 


= Developed by Stormfront Studios 


= Published by Game Studios 
= Target release date: May 


NPCs, which built an engrossing story without 
becoming tedious. Pool of Radiance: Ruins of 
Myth Drannor may be an adventure worth taking 
this May. 3 : 


BY THE HUMAN TORNADO 


And ido ant be their bok. 
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= Developed by IC: Maddox Games 
= Published by Blue Byte Software 


AMED FOR THE 
heavily armored So- 


version was demanding with all of the realism set- 
tings on, though it was possible to turn off many 
of them. The graphics were sharp, but the frame 
rate suffered from some 
breakup. The plane mod- 
els, lighting effects, and 
terrain graphics were 
excellent. All things con- 
sidered, IL-2 Sturmovik 
could take the flight-sim 
community by Sturm 
this spring. G 


= Target release date: 
Second Quarter 2001 


Winvoows 95/98 


viet warplane that terrorized Nazi tanks and supply columns in World War Il, IL-2 Sturmovik could 
result in a topnotch flight sim if it effectively re-creates the pivotal (but little-covered) air war over 
the Eastern Front. Unlike most flight sims, Sturmovik will focus on a ground-attack plane, though it 
will also fly air-to-air missions and enable you to pilot |7 aircraft, including the MiG3, German BF-109, 
and the U.S. loaner plane, P-39Q. In ground-attack missions, you'll hit the usual bridges, airfields, and 
buildings, plus tough-to-hit moving targets, such as tanks and ships. The physics model in the preview 
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Sammy Sosa caught reading. 
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BY UNCLE DUST BY IBOT 


T tcinage 
>, Wwy® a ‘ om oils 
A Weis = Developed and published by Nintendo nie i _ sa siteatiliadiimaiasiaaiin 
«hy at Zee a ishe ajesco 
pt = Target release date: To be determined ae nee Y A ‘ 2001 Game Boy ApvaNce 
t SH a arget release date: Summer 
aa FIRST LOOK [mayt> 8 FIRST LOOK 


F-Zero.for Gamé Boy Advance _|Fortres 


F-ZERO FOR THE SNES delivered 
amazing racing action with the most 
_ intense speeds ever seen on a con- 
~ sole. Now get ready to pack that high 
speed into your pocket with F-Zero 
for Game Boy Advance (working 
title). The game will take full advan- 
tage of the GBA’s L and R shoulder 
buttons for precise control like that 
found in the console versions, and the 
32-bit processor will be able to ren- 
der the futuristic tracks at blinding 
speeds. An official U.S. date has not 


MAJESCO IS BRINGING a unique blend of puzzle/action and combat/ 


must build castles while 
attacking their oppo- 
nents, the game will fea- 
ture eras from the Stone 
Age to Medieval times, 
with appropriately varied 
structures, So you can 
prepare to battle back in 
time this summer with 
Forties. (2 
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BY UNCLE DUST BY UNCLE DUST 


= Developed by Camelot 
= Published by Nintendo 


Pw «(| Developed and published by Nintendo 


Game Boy ADVANCE Game Boy ADVANCE 


= Target release date: Summer 2001 


aah (Japan), Tbe determined (U.S. FIRST LOOK 


Golden Sun 


THE GRAPHICAL POWER of the | DEVELOPED BY THE same guys who brought you Mario Golf and Mario 
Game Boy Advance and the multi- Tennis, which both featured strong RPG elements in their GBC versions, 
player ability of the link cable will Golden Sun will be more of a traditional swords-and-sorcery RPG for the 

bring entirely new kinds of games Game Boy Advance. The game will feature multiplayer action via the link 
to the handheld market. Game Boy cable and a main character who uses his special energy for impressive at- 
Wars Advance (working title) will in- | tacks. From the looks of the screens, Golden Sun could be quite an excel- 
troduce turn-based strategy to the lent adventure indeed. 
system, enabling gamers to go head- 
to-head with each other in this war 
simulation. While details were scarce 
at press time and there's no official 

US. release date set, Game Boy Wars 
looks like an interesting title. (J 


ao ge a m™ Target release date: To be determined 
iy FIRST LOOK 


ame Boy Wars Advance 
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= Developed and published by Nintendo of = Developed and published by 3D0 
= Target release date: To be determined Game Boy Apvance |i Gy = Target release date: Spring 2001 
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BY UNCLE DUST 


™ Developed and published by 3D0 
m Target release date: Spring 2001 
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EVERYONE 


Comic Mischief 


Mild Langeaye: PlayStation. 


15 TRACKS. 108 CARS. AND TOP SPEEDS 
IN EXCESS OF 190 MPH. THAT WASN'T 
YOUR LIFE THAT FLASHED BEFORE 
YOUR EYES, IT WAS A MADMAN INA 
ROCKET SLED STEALING FIRST PLACE. 


LEAD THUMB? 


@ Over-active adrenal gland? Weak or non-existent braking instinct? Problems 
controlling acceleration? You may be a Speed Freak. If so, Rumble Racing is the game 
for you. Tear through fantasy worlds sniffing out short cuts and power-ups at the speed 
of light. Trigger asphalt-melting nitro boosts with big-air barrel rolls and corkscrew flips. 


Because in this turbo-charged race, if you're not lightning fast, you're already finished. 


© 2001 Electronic Arts Inc. Electronic Arts, EA GAMES and the EA GAMES logo are trademarks or registered trademarks of Electronic Arts Inc. in the U.S. and/or other countries. All rights reserved. EA GAMES™ is an Electronic Arts™ brand, Licensed for play on the PlayStation 2 computer 
entertainment systems with the NTSC U/C designation only. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. Manufactured and printed in the U.S.A. 
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BY UNCLE DUST 


Developed by Volition 
Published by THQ 
Target release date: May 


PLAYSTATION 2 


HANDS - 


for its groundbreaking new shooter, but 
based on our experience with the pre- 
view version of Red Faction, we can 
confidently say that those anxiously 
waiting should not be disappointed— 
this game looks set to rock the video 
game world. Although a relative 
demo, it revealed many exc 
ments and strategies that the Geo-Mod 
environments will enable. 

Plenty of C4 explosives were spread 
Bee chout the first couple of levels, 
_ allowing the player to blast his way past 

locked doors—and even open up a 
hole in the ice large enough for a sub- 
~ marine to fit through. Besides driving the cubaeiilia and battling an un 
water beast, there was plenty of above-ground runnin’ and gunnin’ agaiget 
tons of Ultor security guards, turrets, and even a flying attack ship. The 
was given plenty of weapons to choose from, starting with a pistol (wi 
: tional silencer) and mov- 
ing on to machine guns, 
and rocket launchers. It 
was also possible to man 
a turret to blast through 
walls, pillars, and anyone 
dumb enough to get in 


The graphics in the preview version were sharp and detailed, featuring impressive explosions (even underwater ones), 
and the Geo-Mod effects were already being handled very well. The controls were extra comfortable and responsive, 
much like TimeSplitters’ or Unreal Tournament’s on the PS2. The game's only real problem was a slow frame rate, but 
that’s something that will definitely be improved upon as the game nears completion. 

This tiny taste of Red Faction left a strong desire to play more of the game. It also showed that the Geo-Mod 
“system will probably become a breakthrough technology that not only opens up a new level of strategy to first- 
a person shooters, but also acts as a huge step in the evolution of video games. 
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Giants: Citizen Kabuto [@<iiiee FIRST LOOK. 
ONE SMART FOOTSTEP... 


Giants is one of the most clever and innovative games for 
the PC to date. Now, Interplay promises PlayStation 2 
gamers will have a chance to experience this shooter/real- 
time strategy title—complete with its immersive gameplay, 
hilarious story, and fantastic visuals. 

You'll play as Basil, leader of five cockney-accented 
Meccaryn soldiers who crash-land on a planet studded with 
islands and palm trees. As you search for your comrades, 
you'll make friends with Smarties, a resourceful native race 
who are under siege by evil Sea Reapers and a 
huge monster named Citizen Kabuto. Using 

the Smarties as workers, you’ll build bases, 

develop slick weaponry and gadgets, and hunt yo 

= nents in either a third- or first-person view. Plus, 
i during the course of the game, which will 

| span over 45 missions, you'll take on the 

a Se exhilarating roles of a Sea Reaper and Citi- 
zen Kabuto, each possessing their own 

4 awesome firepower and hysterical abilities. 


4. ONE GIANT LEAP 


While the style and humor will be retained from the PC counterpart, this 
PlayStation 2 incarnation of Giants will also feature a few changes. Base 
building and giving orders to allies will be streamlined for faster gameplay. 
Additionally, the interface will be simplified, and there will be auto- 
aiming to help novice players get into the game easier. The visuals 
will also be changed—you can expect smoother character 
and world models, plus all-new particle effects. 

- p If Giants for the PlayStation 2 turns out to be anything 
like its PC cousin, then you can anticipate an awesome 
adventure full of action and waggish game- eS 

play that no one should miss. Let's hope : i 
Interplay does it right. 
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BY DAN ELEKTRO 


Developed by Runecraft 
Published by Activision 
Target release date: May 


PLaYSTATION 


a Goy and His ike 


“ 
rtarnanienentnstintrrnncimemesienuarnelcen cose 


The success of Tony Hawk's Pro Skater 
is a springboard for Activision: The 
company is now launching a line of 
extreme sports action games starring 
top-name athletes—and bicycle bigwig Mat “Condor” Hoffman is next to 
strut his stuff. Mat Hoffman's Pro BM. g built on the Tony engine, but 
will feature completely revamped p n other words, it will look simi- 
lar to Pro Skater, but the actual gamenlay disciplines will be different. TF 
said, anybody who's familiar with Tony Hawk’s games will feel comfy 


t Hoffman's handlebars. 


| 
b 
| 

Le 


ee = Ji climerneonisionams ania nuniaNnnireauatet 


After a ae delay: Mat Sofia n's Pro BMX finally looks ready to 


Can the Condor soar to Hawk heights? 


sag 
LLP 


Freeuheeltn- 


se nytt on aa catnbtucevatdeetee pr tanrt ANRen NNN nets cate Sat nna ate tee steene et te tt a A am Anta aetna sateen te ngage atin mes taansentetaratametennietsoretnas ieutnesvecamttaanevearatt te te stmasteetmenusnesean: enmeadenvtbnntest sthewstewmemnatieststte voneettateenteatwetew 


In addition to Hoffman himself Pro BMX will pack in seven more pro- 
fessional BMX riders, including Joe “Butcher” Kowalski, Dennis “DMC” 
McCoy, Cory “Nasty” Nastazio, and other guys with cool nicknames. Street, dirt, and competition 
courses will range from the Hoffman Bikes factory park to an abandoned London Underground com- 
plex, with stopovers in New York, California, and a few secret locales that might look familiar to gaming 
vets. If those environments aren’t enough, as with THPS2, the game will have a Course Editor so 
you can create two-wheeled playgrounds complete with ramps, rails, and ridiculous stunt areas. 


the eedal to your mettle 


enn ens ananeticmaneeenannemsinmenesssmeestnninena een cet sees ATA AA as Aan AA A AL LL nak 


Playing with an incomplete version of Pro BMX bears out the ‘ines delay —it’s 
pretty sweet so far, and the three completed courses showed variety and originality. 
Runecraft is taking great pains to “connect” each level, so expert riders will be able 
to go from trick to trick to trick, touring the whole course while keeping the same 
stunt combo going. New gameplay elements like boosting the special meter by land- 
ing tricks backward will keep the challenge fresh for THPS vets, too. By May, Mat 
Hoffman’s Pro BMX should be more than ready to rock the ramps. 
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BY AIR HENDRIX 


Developed by Neversoft 


NEAR 
previews 
Spider-Man , . ae Target eon date: May 


DREAMCAST 


evil across the New Yor 
you've mastered either 


e previous versions, you probably 
> snag a copy of - game, which will 


Spidey look sharper iene ever. The cut-scenes are also 
being tuned up for Dreamcast duty. — | 

In the preview version, it’s already safe to say that 
_ Spidey never looked better in a game—the upgrade is 


you're looking for a quality game ike) pass the Dreamcast's dying a 
days, Spider-Man looks like it will be a sure thing. @ 


Project Eden es eee 
| We. Published by Eidos 
FAR IN THE future when living space is scarce, the rich live atop towering | ¢* ¥) BEReuaateeee Eee tetat te 


skyscrapers while the poor live in the forgotten depths below. When a main- 
tenance team goes missing near the bottom, your four-member team of the 
Urban Protection Agency goes looking. To get past the many locked doors, 
tight a: and _—v me in this dark third-/first-person shooter, 

F ? you'll need to switch be- 
tween team members to 
use their special skills, 
such as hacking and re- 
pairing, as well as their 
heavy weapons. You'll also 
be able to deploy a floating camera to scout ahead or send a 
small robot to go underneath a door and open the way. Project 
Eden won't be just a puzzle game, though: You and your team- 
mates will be shooting it out with bad guys and creatures—some 
of whom will morph into hideous monsters. Plus, up to four play- 
ers will be able to play deathmatch or cooperative mode in split- 
screen. Project Eden could breathe new life into the squad-based 
shooter genre this September. @ | 


PLAYSTATION 2 


FIRST LOOK 
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BY MAJOR MIKE 


= Developed and published by Midway Home Entertainment 
m Target release date: May PLAYSTATION 2 


HE PLAYSTATION 2 needs games...badly. Hop- 
ing to rectify that situation is Gauntlet: Dark Legacy, a 
port of the arcade version. Fans of the action/adventure 
classic Gauntlet will find the basic play scheme—move, 
shoot, collect items, repeat—unchanged, but the graphics 
are being completely overhauled and replaced with 
sharp, hi-res 3D visuals, and an arresting audio track is 
being added. One notable new wrinkle to the tried- 
and-true gameplay will be an emphasis on teamwork: 
You'll be able to execute devastating combo attacks in 
concert with your partners. Up to four people will be 
able to play simultaneously as you 
battle through eight monster-filled 
dungeons, avoid traps, collect trea- 
sure, and tackle tough bosses. You'll 
have eight characters to choose 
from—knight, valkyrie, warrior, 
archer, wizard, dwarf, jester, 


| 


and sorceress—all of whom 
can increase their attributes 
through combat. Plus, you'll 
unlock secrets and over 24 
hidden warriors. Judging from 
the responsive controls of 
the preview version, Gauntlet 
could have a bright Legacy on 
the PS2. @ 


® Developed and published by EA Games 


= Target release date: May PLANSTATION 2 


ET’S GET READY to...uh, you 
know. EA's follow-up to last year’s 
NASCAR Rumble is taking a new turn, ditching the stock-car license and filling 
the garage with fancy fantasy hot-rods. Cars will range from your average 
sporty coupes to mini-vans (dream rides that look more like Hot Wheels 
toys) and even a pickup with spaceship engines in the back. In the preview 
version, zipping around the |5 shortcut-riddled, power-up—laden tracks was 
already exhilarating— especially when pulling off crazy flips 
and barrel rolls mid-race —and the controls responded yaa 
and accurately. The PS2's graphics chip is being put 
to good use with effects like flaming wheels and 
sky-darkening tornadoes (not to mention a but- 
tery frame rate). Cool gameplay options included 
instant replay, multiplayer showdowns, and even a 
cooperative team mode. And pop-up? Load times? 
Never heard of ’em. EA Games is serving up arcade 
racing pure and simple, but if this flaming-hot early 
build is any indication, Rumble Racing could be 
one of the best examples of the genre ever. G 
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BY TOKYO DRIFTER 


® Developed by Visual Concepts 
= Published by Sega 


@ Target release date: March 


DREAMCAST 


HE BARON MALODOROUSs is hatching some 
sinister plans to take over the family turf of the 
Floigan Brothers. You'll control Hoigle, the smarter 
of the two siblings, and try to put a stop to the 
Baron and his band of mercenary cats! Your main 
task will involve manipulating Moigle’s emotions in 
order to complete puzzles and advance to new 
areas. As seen in the preview version, the controls 
are shaping up nicely and will be accompanied by 
a tutorial mode to help players get acquainted 
with the various play techniques. The incredibly 
sharp graphics complemented the fluid character 
animations, while large amounts of well-delivered 
dialogue peppered the game with engaging person- 
alities. And the music, which sounded good so far, 
changed to reflect Moigle’s emotions. Get in touch 
with your feelings to defeat evil! GJ 


BY TOKYO DRIFTER 


® Developed by Visual Concepts 
,4 = Published by Sega 
VOLCANO GODDEss who ap- jae i aa 6 Target release date: May 


pears once every full moon will liter- 
ally blow her top and lay waste to the surrounding region. Only 
one tribe will survive, and, as the Kahuna of your group, it will 
be on your shoulders to beat out three other camps to win the 
Goddess's favor. Ooga Booga is Visual Concepts’ take on this 
all-out deathmatch that bears a closer resemblance to Smash 
Bros. than it does to Quake. In addition to 
the deathmatch play modes, competitive 
events like boar racing, scavenger hunts, and 
king of the hill face-offs will be included. The 
real meat of the game will be the four-player | 
simultaneous mayhem via Sega’s online net- ©& 
work or four-way split-screen. You'll be able = 
to unlock new spells, characters, and islands as the game 
progresses. The clean graphics look great, and, while they 
aren't on the cutting edge of what the Dreamcast can do, 
they will certainly help you keep on top of all the onscreen 
madness. Look for Ooga Booga in stores this May. 


DREAMCAST 
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» BY JAKE THE SNAKE 
Developed and published GRAPHICS SOUND CONTROL FACTOR 

by Konami 

$49.99 Strategy 


Available now | player 


on ESPITE NICE VISUALS anda cool 

premise —low-tech mechs slugging it out 
in a divided 1960s Japan—Ring of Red simply 
doesn’t give you enough to do. It’s repetitive and — 
occa caaiaiaes cae canes Z | sometimes even boring, something like a high-tech version of 
| — checkers or Battleship—yet Ring manages to be hypnotically fun. 


Mech-en: Kessen With Mechs 

In a convoluted story that doesn’t make much sense, Japan is ae 8 
divided like Korea into a communist north and a capitalist south =PROTIP: Keep the four-legged (long- 
(to suit American audiences the story was changed from the re A attached ot dose?efiog 
Japanese version, where Yankee occupiers were the enemy). wiiace they'ré vulnerable. : 
While military technology hasn't changed much since 


a5 ec haa World War Il, armor-plated mechs have replaced 


<a , |} ___ treaded tanks on the battlefield. The widely varied 
PROTIP: Concentrate én hitting the eietne mech, _ mechs look great and are nicely designed—their 


not its supporting infantry—they aren't as big a lineage from early tanks is readily apparent, such 
threat, and are eliminated if the mech is destroyed. as riveted armor and side gun-ports. 


Unfortunately, you don’ t actually drive these behemoths. This is a strategy game (part turn- 
based, part real-time), not an action game, so your hands-on control is limited to deciding 
when your mechs shoot, rather than actually aiming and pulling the trigger. 


~ Ready, Aim, Aim Some More...Fire! 


While the controls are fine for what they are, you just don’t have enough to do. Initially, you 
move your handful of mechs in turns on checkerboard-style maps. The action occurs when 
one mech attacks another and you're taken to the eye-candy phase: a real-time view that 
boasts 3D backgrounds, Meshs; and soldiers. While everything here looks great, you mostly 

Oy Wait for your mech to load, then wait | - 
@ and wait while it aims—the hit per- | f = . “ll GRAPHICS 


-. 5 centage increases with time. Finally, The davaneh mane ded 30° tack: 
when you're satisfied with the like- grounds provide some sweet eye-candy. 
lihood of a hit, you fire. It’s like You can see the mechs’ lineage from 
watching two drunk guys in a real-life World War | and Il tanks: riv- 
flintlock duel. Each mech can eted armor, side gun-ports, and putter- 
have up to two supporting ing engines. But the strategy takes place 
infantry squads, whose on a boring 2D-checkerboard map. 


abilities—special wea- 
SOUND 3.5 


pons, fast repair, and 
‘PROTIP: Unless time is about to run out, always Ore—add some ida - aud pres are: Fneg 
churning engines, blasting cannons, and 


aim until the hit percentage is 70 to 90 percent—it's | much-needed variety 
more efficient than shooting and missing. to the mix. buzzing machine guns—there’s ab- 
solutely no spoken dialogue in the 


whole game, evidence perhaps of a _ 
rushed translation from the Japanese 
version. 


An ‘engrossing story could’ve made things much more interesting, but 
Ring contains no cinemas or voice dialogue, just anime-style faces that 
spout silly text (though the sound effects are decent). Still, the game- 
Play i is smooth and enjoyably tense as you wait to see if your shots 


\ Fire the APC Shell the moment 
it has been loaded! far 


PROTIP: To increase offensive punch, 


connect, If you love mechs and have the patience for a slow strategy try to give every mech an infantry squad [Se asele 3.5 

game, you ‘Il probably enjoy Ring | of Red. Otherwise, rent first. @ with anti-AFW weapons—homing shot, — The controls are fine for what they are 
grenade, charge fire—and a crew with bait ime doe idee 
HEAT or APC shells. ut you just don’t have enough to do. 


Initially, you move your mechs in turns 
around a checkerboard-style map. 
Then, in the close-up view, you mostly 
Wait for your mech to load and aim, 
then tell it when to fire. 


FUN FACTOR 3.5 


ia ais Raa ow . Despite slow, repetitive gameplay and 
the enemy AFW to pieces! Go! ; " a . the lack of a compelling story, the 
, premise is cool and the low-tech mech 
shootouts are tense. Ring of Red will be 
hypnotically fun to some and sleep- 
inducing to others. Rent first. 


PROTIP: Keep your mach ean to- PROTIP: if you have an anti-AFW PROTIP: Attack an enemy mech with 
gether so they can support each other squad, attack with it (move it forward) several mechs in a row so you can de- 
and aren't overwhelmed by the enemy. before you even fire your first shot. stroy it before it recovers. 
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= - a BY FOUR-EYED DRAGON 
FUN 
= Developed and published by 3D0 GRAPHICS SOUND _CONTROL __ FACTOR 


= $49.99 = Action/ 


@ Available now combat 


to first-person view when possib 
The auto-aim in third-person view _ 
isn't very accurate. 


MEN rT] —— T SEEMED LIKE™ ee i mt | = Developed and published by 3DO GRAPHICS SOUND _ CONTROL __ FACTOR 
iN 


_ good idea—Army Men — RYSPCT $49.99 = Action/ 
ae ™~ shooting 


a retro-style arcade/ SPJ] B Available now a 
: ; 4 ni m= 2 players 
— shooter with 3D g 


powered by the PS: 


You play as Green Rogue, a 
Greens who embarks ona 
in older arcade shooters. 


problem is that the suppo 
than a machine gun, an 


a enemy encampments 
environments are lifeless. 
sound effects. 
On the whole, Green Rogue is a disap ber of the PS2’s first 
wave of Army Men games. It’s too slow to be ge, and the graphics 


don't live up to 128-bit expectations. / 
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BY DAN DAN ELEKTRO 


Developed and published 


by Konami 
$29.99 


Available March 


Eee BE GONE! Dance Dance Revolution—the 


arcade game you'd love to play but would never actually interact 


ban Now Konami's great translation gives you the freedom 
to look like an arhythmic loser in the privacy of your own home! 


P Stop the Music 


Dance Dance Revolution’s giant disco-floor interface drew coin-op 
crowds, but some folks just don’t consider flopping around like a 
Lf beached jellyfish a stylish thing to do in public. Even though 
y “the setup is simple enough—step on the arrows on the 
dance floor to match the onscreen cues—DDR became a 
spectator sport for some, an exhibitionists’ dream for others. 
That’s why the home version is so welcome. Like PaRappa and 
Bust-A-Groove before it, DDR’s rhythm-based gameplay rewards any- 
body brave enough to shake their groove thang, in a nonviolent, light- 
hearted competition. Twenty-seven catchy songs ensure that the 
beat goes on, and the dance pad controller (see sidebar) offers an 
arcade-style workout—-literally. In addition to the standard try- 


inn, 
igh 


and-keep-up gameplay, the home version includes a exercise 
mode that tracks the calories burned based on your boogie. 
There are also special two-player modes and an advanced 
single-player game that uses two dance pads (of course, 
.but why?). 


you can play with the Dual Shock controller.. 


7 Foot Fighters 


The meager graphics—not much more than 
polygonal dancers, scrolling arrows, and 
headache-inducing psychedelic patterns — 
hold up well, but there's clearly no reason 

to put this game on the PS72. It’s all about 
the groove, and Dance Dance Revolution 


is definitely in it, offering all the fun of the 


arcade and none of the humiliation. (Gr 


optional dance pad controller, 
which is available both as a bundle 
with the game ($59.99) or sepa= 
rately ($49.99). As in Konami's 
other music/rhythm games, it’s 
much more fun to play DDR with 


the controller for which it was 


___ STANDARD 
ft 


PROTIP: Don't be distracted by the graph- 
ics in the background. Focus your attention 


on the top arrows and the space just below 
them for incoming moves. 


STANDARD _| 
ou 


compatible offerings 
ustmaster Blaze, and 


‘STAGE | RS 


. ist 4] 
i STAGES 


PROTIP: You can am a etl per 
if your steps are Perfect and Great; any 
lower, and your combo is snapped. 


PROTIP: When you get a Danger 
warning, ignore it. Panicking will cause 
you to fail. Stay focused to survive! 


GAMEPRO MAY 200! 


-e with for fear of looking like an arhythmic loser—is finally out for the 


Sea from various arcade releases, 
DDR packs 27 songs—some familiar, 
most not—for your dancing pleasure. 


FUN 
FACTOR 


GRAPHICS SOUND CONTROL 


Dance/ 
rhythm 


2 players 


PERF 


SA ANG 
he he hie LE 


PROTIP: Don't stand in the middle of the dance 
pad and move only one foot to each target—you'll 
throw yourself off balance and fail. 


Q2IRFECTH 


PROTIP: To find ont song's seanel rhythm, step 
and remain where you've stepped, and move only 
that foot again when your natural balance allows it. 
in other words, let the beat lead your feet. 


GRAPHICS 4.0 


Look at all the pretty colors! Trippy 
patterns and 16 onscreen dancers serve 
only to distract you while playing, but at 
least the wallflowers have something to 
watch besides your booty. 


DDR takes tracks from the original 
game plus the 2nd Mix and 3rd Mix up- 
grades, and all styles are represented — 
from retro ’70s to hip-hop to what 
sounds like epileptic seizures. You'll find 
something your speed. 


CONTROL 4.0 


If you're not willing to throw down with 
a dance pad, don’t bother—Dual 
Shocks are for wussies. You might want 
to anchor the mat down with some 
duct tape, though. 


FUN FACTOR 4.5 


The freedom to learn at your own pace, 


the diversity of music styles, and the fun 
, of actually keeping time with your legs— 
Mm Dance Dance Revolution translates very 
h well to the home. Boogie down! 
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~- Lj BY FOUR-EYED DRAGON 
= Developed and published by 3D0 GRAPHICS SOUND CONTROL _ FACTOR 


= $39.99 w@ Action/ 


m Available now combat 
m2 players 


ae 30 fighting. In addition, grunts c can now ta e con in arra 
¥ of vehicles, gunning and driving the Tan fia into defeat. = |. 
On the battle eld, however, the action is dismal. While the controls are és 
_ intuitive—your foot soldier can kneel crawl, sidestep, and more with ee 
button presses— it's a chore using the di irectic 

run or walk in the direction you want. The poor graphics are the worst part | 
though. Tons of draw-in and wretched | 
lighting effects ru the entire =~ 


ae = 
eke — 


‘s shiny m = ( 


BY FOUR-EYED DRAGON 


FUN 
| = Developed by Traveller’s Tales GRAPHICS __SOUND__ CONTROL __ FACTOR 


IN AN ALREADY saturated genre, the Toy 5) I mPublished by Activision 
Story crew attempts to come alive with its own 1 = $39.99 = Kart racing 
version of kart racing. But don’t expect any of J ™ Available now m2 players 

the thrilling rides from the Toy Story movies— 

here, you'll just be playing a mediocre racer. 

Taking control of any of the 10 Toy Story characters—like Woody, Buzz, and Hamm—you must complete 
an array of challenges, including stunt driving, collecting, and racing, in 19 Toy Story—themed environments. 
In fact, the wealth of challenges is the best part of the game and separates this from other kart racers. 

The gameplay, though, is overly simple. Only three 
buttons are used—accelerate, reverse, and 
fire—so controlling your character is a straight- 
forward task. Sadly, the colorful graphics are 
pixilated, and the course layouts are small. And 
while the game’s music sounds like the movies’, 


oro 


the voices can get annoyingly repetitious. 
Toy Story Racer is a decent kart filled with enough 


seems variety to keep beginner drivers busy for a while. Veteran 
PROTIP: For a turbo start, press the PROTIP: If you're in first place, hold 


accelerate button just as the yellow on to an item-—it will protect you if an kart racers, though, should rent first. G 
monkey lights up. opponent fires at you. 


BY FOUR-EYED DRAGON 


’ FUN 
Nam . Oo 5 KP vid > . REINA = Developed and published by Namco ESS SOUND __ CONTROL __FACTOR 
shooting gallery continues its take on =$49.99 (with = Shooting 


itchy-trigger mayhem with Point Blank Guncon); $39.99 
(without Guncon) 


@ Available April 


m8 players 
3. Like its predecessors, this game of- 


fers a hearty amount of mini-games and modes 
that test your shooting accuracy with a gun peripheral. For an extra 

$10, however, the game,comes packaged with Namco’s Guncon, un- 
disputedly the best PlayStation pistol available. It’s super accurate and 
fits comfortably in your hand. 


PROTIP: In this exercise, center your 


Guin in tee ial Of the scleen. Two Although Point Blank 3 excels with perfect controls, the game’s 
targets will eventually line up for a Other features fall short. You shoot at simple, yet heavily pixelated 
good shot. graphics, while the quirky music gets redundant. Still, taking aim at 


funky aliens, funny faces, and a 
: whole bunch of circled targets 
( , | 7 oa a will keep you merry late into | 
‘aia een Rha, | the night, especially when you're © — 
 — ee a> «| x P’ e" P : i, i y : PROTIP: A picture card—Jack, Queen, or 
oy ; \ \ competing against a friend. Point 


King—will always be the highest ranked card 
Blank 3 is great for the whole _to shoot at. 


family, too. CZ 
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WPROR CEUs 


: L ADIES AND GENTLEMEN, boys and girls, 
meet Conker the Squirrel—the foul-mouthed, 
“ alcohol-chugging, vomit-spewing, and endearingly i ironic 
- star of what is likely to be the last great game for the 
N64...and one oo the most brilliant 3D senile games 
evermade. > 


King of C - 
’ By now, everyone knows that Conker’s Bad Fur Day nabbed 
_ a Mature rating from the ESRB—and for good reason. No 
aune¥ in the history of the N6é4—or any console system— 
_ has been, this raunchy or downright vile. But 

don’t think all the poop jokes and 
~~ potty-mouthed blathering is there 
just for the hell of it; sublime, satir- 
ical genius is at work in this game. 
Conker’s quest takes every notion — : | 
you've ever had about hyper-cute, PROTIP: Keep extinguishing these 
Nintendo-mascot-driven 3D esis fiery devils. Eventually they'll bring in 
g and turns ‘em upside-down, the big guns. 
The game unfolds like a wonked-up version of Jim Henson's Labyrinth, only with a lot more swearing 
in British accents. You bounce around from weird-ass, situation to weirder-ass situation, meeting one 
bizarre character after another: from a corn-loving heap of dung and a swarm of pacifist bees to a Grim 
Reaper with a height complex. 


A Rare Breed of Squirrel =! 


While this ‘spectacle of the subversive and sickening is guaranteed to be unlike anything ever seen in a 
video game, Conker has nothing worse than what you'd find in a typical episode of South Park. Most of 
the hoopla comes from the fact that you don’t see this stuff i in video games too offen. 
With attention so sharply focused on Conker’s M-rating, it’s easy to forget that this is actually an as- 
Q. toundingly good game. With previous 3D platform efforts, Rare.pushed the envelope a little too far in 
‘terms of how much game a single man can take: Donkey Kong 64's five characters and bazillion things 
oe : to collect and do were lovely ideas in theory, yet the seemingly endless, detail-oriented level-retreading 
c=) quickly became an exercise in a Conker, on the other hand, provides just one character, one mostly 
| 3 <9) linear quest, and only one simple item to strive for: cash. 
Rare has repealed the longevity-through-repetition approach 
in exchange for a constant flow of wildly diverse experiences. 


| Mus€..Wash..Eyes 


The game looks as good as an N64 game can, with excellent 
lighting; nice textures; and big, beautiful level designs. The 
characters are hilariously animated and cleverly designed, 
while the quantity (not to mention the quality) of voice 
(ate ee ee crammed on this cart is astonishing. Fhe soundtrack kicks 
a : PROTIP; In the Rock Solid nightclub, use —_butt, as it’s peppered with tons of inventive little details: You 
PROTIP: When you nab the Queen Bee's hive your grog-aranted special ability to push ay, listen, as the buzz of delighted bees chimes in with shiny, 


"from the wasps, start running and don't look back. the male dancers into the doors. Hold 
(Stick to the raved path to keep from slowing down. down Z for an extra power-boost. 


PROTIP: Mr. won't let you take 


sddty ano Cute | a ride until you have cash—-over $2100 


to be precise. 


SS proriP: The dui ig boaile® ee. ~ PROTIP: Lead the missiles fired by PROTIP: Smacking him with your fry- PROTIP: Grab the bull by the horns 
“gift” has more than one usage. Use it the Robot in the Haystack into the pipes ing pan won't put a dent in the bridge- by leading him into the target-marked 
_ to dispose of a foe, break down a wall, surrounding the arena, then use the water guarding Gargoyle, but the smacking will wooden wall. Charge into the female 
and gain access to an otherwise well- that escess out to short out ne circuits. eventually produce the desired results. cow (press B) to send her running for 
~~ ~guarded swimming pool. | : a drink. 
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<== BY STAR DINGO 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


Developed by Rare 
Published by Nintendo 
$59.99 Action/ 


Available now adventure 


| player 


Mulfiplayer Mayhem 
Conker has a wealth of disturb- 
ingly delicious multiplayer mini- 
games, too: 


paar daca BROTIP: Birdy the Scareuow aches 
up your shotgun’s laser sights. That way you all about the mysteries of the enig- 


squirrels’ heads. training manual if you have the money. 
happy music, then groove to the me bad pep erusic at the exclusive 
rocks-only night club. 

Rare has had 3D control down pat since efbanio first met Kazooie, and 
Conker is no exception to the rule. Whether it’s running around in tradi- 


YOU MEAN 
HOME ANO ORY. 


PROTIP: Stock up on extra lives quick! 
At the back of the Cheese Kennel be- 
hind the barn, there's a breakable wall. 


Simply get on top, leap up, and press 
__ tional 3D platform fashion, grappling 2 a bull by the horns, or dropping guano _B fo turn into an anvil to open up the 
~ on innocent villagers as a vampire bat, the control is as tight as can be; plus, Secret area. 


Beach: Play as squirrel refugees 
running for their lives, or as killer 
teddy bears. 


a well-designed camera makes landing your leaps as painless as possible. 
With so much diversity i in gameplay, it’s pretty amazing that the — 
Conker controls so consistently well—the engine from the lava- _ 
race portion could be used as-is for the almostlnevitable Conker 
Kart Racing game. 


“M* Is for “Marvelous” 

It’s a rare thing indeed when concept, humor, and execution blend 

so seamlessly into a single game. Instead of merely settling for shock 
value, Rare has crafted something unique from its heap of vomit 
and viscera: an intelligently bizarre, insanely fun 3D-platformer ex- 

traordinaire. And a wonderfully ironic swan song for the N64. @ 


Heist: Four Sedais comnaes to 
grab a sack of cash from the Fed- 
eral Reserve. 


FANGY SHOWED 
THE SQUIRREL. 


Raptor: Guard your nest and hunt 
for tasty, nutritious cavemen. 


The Grim —e doesn’t take a likin’ 
to cats: Nine lives means nine times the PROTIP: The Se king of the Coli- 
effort, and he doesn’t get overtime. 


seum has a wee little secret. 


War: Grab a machine gun, infil- 
trate the enemy base, and make 
off with their canister. 


PROTIP: The green-eyed robofish 
won't attack if you shine your helmet 
light in their eyes. Change the battery 
every now and then. 


PROTIP: Wait until this giant heap of waste starts 
to sing. Then stand on the Context Sensitive platform 
and hurl toiler paper into his gaping maw. 


GRAPHICS 5.0 SOUND 5.0 CONTROL 5.0 FUN FACTOR 5.0 


N64 games don’t look much better 
than this. Colorful, creative levels, won- 
derful character designs, and excellent 
lighting effects mean Conker has at least 
a nice view to look forward to during 
his otherwise unpleasant day. 
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Hilarious dialogue in weird British ac- 
cents, dead-on cartoon sound effects, 
and a kick-ass musical soundtrack filled 
with surprising details. And how the 
#$@% did they cram all this voice onto 
a cartridge? 


Rare has had the control thing down 
pat since day one, and Conker is no ex- 
ception. What's most impressive is that 
the control remains consistently solid 
even with all the gameplay styles. 


A brilliant, balanced, and insanely fun 
3D platformer that knows mere shock 
value doesn’t make a good game. It’s a 
great—and strangely ironic—way for 
the N64 to make its final bow. 
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A: 


‘..we might be looking at a Yankees® 
type of dynasty with High Heat 2002.” 


— Official — Magazine (Feb. 2001 ) 


“the best baseball game on PS one.” 
_ Official ee Magazine (Apr. 2001 ) 


“This jear's s best baseball video game.” 


Top 10 Games of All Time and 
game of the Year two years running. 


\L PITCHING 


Q: How real is High Heat Major 
League Baseball? 

A: Last uear. we found out All-Star 

Viadimir Guerrero was actually 

using it as a training tool to 

scout opposing MLB™ pitchers. 

This yeer, we put him on the box. 


www.highheat.com 


BY DAN ELEKTRO 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


= Developed by Smilebit 
= Published by Sega 


@ $39.99 @ Racing 
g S64 ® Available now = 2 players 


Ww ITH DAYTONA USA, Sega opens its garage of classics and polishes up 
a winner for one more victory lap. New tracks and online play will make it 
particularly attractive to gamers with misty-eyed memories of 1995. 


Let’s Go Away! 
Daytona USA takes the best of all earlier incarnations of the original game (and? 
the Championship Circuits upgrade) and rolls them into one high-speed, high-luster 
package. Eight tracks offer plenty 
of challenge, but if you're looking 
for the legendary title course, 
stop—these tracks are pure 
fantasy, and only one bears even 


a passing resemblance to the 

famed Florida course. 
However, arcade fans know what to expect: flat-out arcade racing with a fair 

amount of bumping and grinding. In Championship runs, drivers select the best car 


and tires for each track, otherwise the PROTIP: Excent for tt back-to-back 90-d turns. Rin Rin Rink is 
gameplay stays the same in all modes— a goed track for speed. Load up with hard tires and brake judiciously to 
drive fast and win. handle the nasty bits. 


Daytona Dot Com 
The reflective car textures and zippy frame rate literally make | 
Daytona look better than ever. Even in two-player split-screen 
mode, you'll find no pop-up or slowdown. Analog steering provides the 
necessary subtle control for hairpin turns. Love it or loathe it, Daytona’s 
infamous ae theme music apn. well it’s agbely grisp and 


SDI Cabanon the exens wil lone tonal 
of your traction—it looks like a shortcut but 
you pay with a loss of control. 


like ghost cars and performance statistics for - online you 
rankings as well as realistic practice sessions. While : 
the 56K modem support is relatively smooth, the : 
lack of broadband support makes no sense —why © 

have the DSL adapter for the Dreamcast in the 
first Place if even A-list first-party software doesn’t 
_ Support it? 


Regal Retread 
Daytona USA has much for fans of the series, but 


why didn’t Sega roll current quarter-cruncher Day- 
tona 2 into the mix for the ultimate experience? 


: sibly shiny cars, detailed sponsor 
logos, and a blistering fram 


If the “Day-tohhh-nahhhh!” song doesn’t 
bring a smile to your lips, lighten up 
it’s great to hear that silly anthem once 
sulin again. During the race, the pit-crew 
Still, this game is an admirably wide rear-view mir- chief is fairly useless (“Stay low in the 
_ ror of Sega’s series, and it shows why the Daytona turns!”), but at least he’s not annoying. 


b. | — ——_ onjure fond memories for arcade racing 
PROTIP: On National Park Speedway, coast through the S.caiens fans. If you ever Die Ovrom USA, this one is 
don't brake, don't accelerate, just steer smoothly and floor it after =§=worth picking up. A steady, delicate thumb is the key to 
ane | driving a good line through the turns, 
and Daytona USA's analog controls give 
you all the responsiveness you need. © 


FUN FACTOR 3.5 


ay, 50 naybe a re-release/upgrade of 
racing games from five years ago isn’t 
something to cheer about— but it sure 
is a slick retrospective, and a fu one at 


2 Obs beans 
2 OP 177615 


| | PROTIP: Feeling lucky! Press Ato stop 4PROTIP: Pit only # you sustain severe 
Harder tires offer more speed but the reels of the Three Seven Speedway damage in the first two laps of the race. 
don't corner as well on twisty wacks slot machine. ' 
where handing is important, 


-WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


GAMEPRO MAY 200i 


OR -~A| m= I 


“PRORCViCUS 


BY MAJOR MIKE 


_CONTROL 


- | m Developed and f published by Sega } SOUND _ 


a : } = $44.99 = Action, RPG, 
E-ISSUED CLASSIC GAME titles are usually greeted with great S Se 4 "Available March Hem 
anticipation, only to be discarded after a couple of plays. But Sega’s ———— m4 players | ed 


Smash Pack Volume I’s excellent balance of 12 “classic’’ titles that span 
almost every gaming genre guarantees more ve geeueeeores 
than a few nostalgic minutes. In light of today’s >in | SEC 


ok. AAAG 
p>) UA wavairs 


ra) 
=] 


| 28-bit gaming machines, however, reac- 
tion may range from “this is still such fun” 


6 were Here are all the games featured in 
o “I can’t believe people actually liked 


’ 


Sega Smash Pack Volume |: | 


RIVED VOLUME | Altera 
Smash Pack remains almost fatally faithful to its Ee iden Ax 
source material. All the games in this collection have been flawlessly transferred to the CD format, yet this isn’t | 
necessarily a good thing. Sonic the — for example, is still rife with slowdown (just take a hit while traveling 

: at high speed and watch any collected rings scatter across the 
screen in slow motion), while Altered Beast’s spoken dialogue 
is gibberish that’s painful to endure. 

Some selections still hold their own even compared to today’s 
big-budget, high-powered titles: Streets of Rage 2 packs a punch; 
Columns remains addictive; Phantasy Star Il’s engrossing narra- 
tive makes the hours fly; and, for mindless stress relief, Virtua 
Cop 2 is the ultimate time killer. On the flip side, the gameplay 
of Golden Axe and The Revenge of Shinobi feels re- 
markably clumsy (why Sega chose the latter over 


Shinobi Ill is anyone's guess), and the new-to-console 
Wrestle War is laughably slow. 


this game. 


ee 


LEVEL CHALLENGE 


The most awkward aspect of Smash Pack is the con- 
trol. Several of the games lack customizable button- 

schemes and retain their Genesis button layouts. In 

short, gamers who were familiar with the three- [3a nec re 
buttons-in-a-row controller of the 16-bit system : 
have some re-learning to do. It’s too bad—and a 
missed opportunity—that these games weren't 

re-tooled with the Dreamcast controller in mind. 


The influence of these titles on gaming is inescapable, and whether these selections hold up by today’s 
standards depends on whom you ask. Gaming newbies will probably miss the point, but vets who were 
raised on Sonic and Shinobi should fight to possess this Pack. Bring on Volume 2! 


| (PLAYER! 
Bi 


brennan pepe 


naam 
Benen 


Mah 


SOnNtTC 
x, 4 


GRAPHICS 3.55 SOUND 3.0 CONTROL 3.5 FUN FACTOR 4.5 
The graphics feature everything from The Genesis didn’t have the greatest The controls vary from twitchy (The Re- Die-hard gamers and fanatical purists will 
jerky sprite animation to fluid polygons. sound processor, which the Dreamcast’s venge of Shinobi) to dead-on perfect undoubtedly make this game compilation 
Yes, some of these games looked great CD audio makes crystal clear. Most titles (Columns). The most annoying aspect of a must-have. Those who took up gaming 
for their time, but most are dated by to- are rife with unintelligible voice effects the controls is constantly having to refer when the 32-bit era kicked in will find 
day’s standards. and scratchy, simplistic music scores. to a Genesis-to-Dreamcast button chart. only two titles of interest: Virtua Cop 2 
: and Sega Swirl. 
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BY STAR DINGO 


FUN 
¥ = Developed by Climax Graphics GRAPHICS SOUND _CONTROL __ FACTOR 
= @ Published by Jaleco 
TIRED OF MQ ~; aa] = $44.99 @ Action 
of moaning f. ies @ Available now 


Jaleco’s intensely strange twist On the glutted survival/horror genre. 
, “Your goal in Illbleed is simply to avoid being scared to death by 


Pa The graphics move at a high frame rate, but suffer from stiffly 
> on " . . © 
“aflimated characters and some flat, repetitive textures. Still, the 
nn _— sounds are scary and Cut-scenes are loaded with weird, grotesque 
PROTIP: Dodge this giant decaying ; fait sin aanl “ : 4 
pyromaniac's swipes by pressing A- _—-SU’prises...not to mention tons of blood. A lame camera and poor 
your heart rate will increase, but his | controls make battles extremely frustrating, but you spend most 
attacks will pass through you. of.your time monitoring your four senses and using your patented 
in Horror Monitor headset to detect, avoid, and dis- 
arm the park's nightmarish traps. 


ae wit 


Left 


‘ : ae : = 
ae | \ bing pi nantes major points for twisted PROTIP: THe Horror Monitor is vital 16 your 
iS — originality, even if unfocused and clunky exe- survival—without it, you can’t disarm any traps. 

; ; } \ cution keeps it from turning horror on its Your four senses will go haywire when you're 
Es : : s « 4 
; 4 ( gory, severéd ear. Gr close to its location. : 


| BY THE HUMAN TORNADO 
are er ae : FUN 
THE SF Kosmo Gang has taken over, and the sibling team of Riki and See = Developed by Treasure/ESP GRAPHICS __SOUND__ CONTROL __ FACTOR 
Mami are teaming up in mech battle-armor to dish out justice in the retro Sh dae ancora — Acti Ee 
= Se fa Yt ® ® Action 
shooter Bangai-O. Your mission: clear out an area of enemy buildings, tur- . } ee a 
@ Available now =! player : 
rets, soldiers, and robots; defeat the boss; and move on to the next level. 
The gameplay and controls are as simple as it gets: You fly around holding 
the shoot button to destroy everything. 


You play as either Riki or Mami and can instantly switch between characters: Mami’s bouncing 


shots wreak havoc in tight places, while Riki's homing rockets are better in open areas. The graphics | | 
ao y (porn Figs Dy a are strictly 2D, and the | | 

=< ~~ oe lf) 2 — ae oF | hal 
lide ae ee RSS: ne oo - Ui" of game doesn’t have any | io 
Dy .\ ‘ . : wg Ce , Me ii 5 | 


fancy lighting effects in 
the explosions—but it doesn’t have any slowdown, either, even with maxi- 
% # mum chaos onscreen. The background music is quite good, but battle sounds 
Hibben. See are simple, sometimes even goofy. 
; Cah This well-designed 2D shooter will satisfy fans of old-school action arcade 
games, but Bangai-O doesn’t break any new ground. Still, it’s a very challenging 
game that action gamers can groove to. (3 


aka 


PROTIP: Riki's homing-missile spe- PROTIP: Mami’s bouncing shots are 
cial attacks are best against bosses better for ripping down walls and biast- 
in open areas. ing laser traps. 


BY MISS SPELL 


LIFE MUST MOVE pretty slow ) > Ay @ Developed by Team 17 GRAPHICS SOUND _ CONTROL FACTOR 
from a worm’s perspective, which Py @ Published by Titus 
might explain this yawner of a game wine = Turn-based 
. . Y aoe > @ Available now strategy 
The Worms franchise —based loosely w2 players 


on shareware game Scorched Earth—has been 
out for years on the PC. Now the turn-based, destroy-the-enemy- 
army game has arrived on the Dreamcast, complete with online play. 
World Party’s simple goals and humor are universal, and can easily 
be enjoyed worldwide — but the game's dragging pace and frustrating 
gameplay will have you swearing at the screen no matter what lan- 
guage you speak. The controls and menus are nonintuitive, and a single 
slip of a finger can blow (up) a whole game. Worms is meant to be 
played with another human; the computer rarely misses a shot. 
While true to the series, the simple 2D 
graphics don’t push the Dreamcast’s capa- 
bilities. The heroic music and the comic 
. voices are the best part of the game, 
pene csc SG On RES? era which isn’t saying much. All in all, you'll 
neath your enemy if you can't hit them = “Want to let this one off the hook. G 
dead on. Falling causes damage. 


PROTIP: Use the wind to your advantage. A 
strong breeze can change the direction of slow 
projectiles for some cool trick shots! 
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Animated Violence 


Playstation ss is . eee fe ae FOR USE WITH 
he "all a | 7 THE NAMCO GUNCON 


BY UNCLE DUST 
® Developed and published by 3D0O 
= $49.99 


POR PAGES 


PRO GCaVpinCelieS 


J @ Available now 


PLATFORM 
PlayStation 2 


=5 


SPORT 


Baseball 


L IKE A LATE-SEASON minor league call-up who hits five home runs his first 
week in the bigs, High Heat makes a sensational debut on the PlayStation 2, with 


awesome controls and the most realistic baseball action around. 

Not Just a PC MVP Anymore 

For years, High Heat received rave reviews 

on the PC but has been booed out of the 

park for its PlayStation versions (see the "7 Hq 

PlayStation ProReview this ish). With this 

PS2 debut, however, it’s a whole new 3 Major League Baseball. 
ballgame. This High Heat has all the glorious Hoe ~ 

details that baseball fans love, but most games 

ignore: things like first-base umpires making the calls on check swings, fans throwing 
home-run balls back into the outfield, and infielder throws arriving at first base from 
diverse angles. While not crucial for gameplay, these details—along with absolutely great 


Stat presentation—create a perfect atmosphere for America’s pastime. 

But the controls are the real star of this impressive lineup. From the clean—and icon 
free —pitcher/batter interface to the pinpoint mastery of your fielders, you'll never be 
Tas ing § disappointed. The lack of a cursor while batting makes 
for a more realistic look and feel to the game: You have 
to be able to read a pitch, not just follow an icon. 


Won't Win the Gold Glove 
For Graphics or Sound 


Unfortunately, High Heat’s visuals aren’t up to the 
competition’s. The player models are nicely done 
but a little too hard-edged, while the animations are 


peGEMCe BELA incredibly detailed yet jerky. And bad collision detec- 


AVG 6273 WA 21 


PROTIP: When Battin, ‘Kei the pitcher to shed 
a strike before you start swinging. You'll be sur- 


: worst part. 
prised how many walks you get. P 


exaggerated ones. 


Going to the World Series 


Ranoy JoHnson 3 Brrry Bonos 
PATCHES > K i Hct - he mh | 


PROTIP: When playing as an Liatwouaine 
pitcher—such as Bartolo Colon or Randy Johnson-— 
use a high fastball (tap <, then simultaneously 
tap T x) to get hitters out. 


| 2 Frank THomas Marx Mutocr 


; 
t 


AVG 326 --HR Ss ! ia : ; nH aS 


‘PROTIP: After selecting a pitch, tap 
C] to throw a pitchout. Do this four 
times in a row to walk a good hitter 
intentionally. 


PROTIP: When the ball is hit deep into 
the outfield, tap R1 to throw it to the - 
cut-off man in order to keep the runner 


from advancing. : som’ are nome runs. 
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tion puts players standing on top of one another on the bases. 
With flat backdrops and empty dugouts, the stadiums are the 


The soundtrack is also pretty average. The commentary can 
be insightful but is often repetitive. Crowd noise is pretty weak 
and often doesn’t sound real. Luckily, the game scores major 
runs for its realistic onfield sound effects, rather than cartoony, 


High Heat 2002 beats its current PS2 competition with awesome, 
true-to-life gameplay and excellent controls. This is one game that is 
better every time you play and deserves to be taken on a full 162- 
game season. Hopefully, next year the visuals can be punched up to 
match Triple Play's; then the latter will have nothing on High Heat, 
which has set a high standard for future PS2 competitors— Acclaim 
Sports’ All-Star Baseball and 989 Sports’ MLB—to meet. @ 


3. Jermaine Dre 
-321 “MR 33 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


@ Baseball 


= 2 players 


Peoro MaARtTInez 
a ITCHES si HR 


PROTIP: Swinging without vrgiaiae the directional 
pad prevents you from chasing balls. 


BOT iat 


ei 
3 


0-2 0 OT 


0. Hernanocz 3 Juan Gonzacez He 
PITCHES 5 Ko | AVG 1286 WR 22 


PROTIP: When your hitter has two strikes or you 
need to hit the ball in a particular place, adjust your 
swing with the directional pad. 


GRAPHICS 3.0 


The visuals aren’t bad, but the hard- 
edged players have jerky animations and 
some bad collision detection. The stadi- 
ums are pretty weak and have’ fake- 
looking backdrops. 


Totally average commentary and crowd 
noise could’ve been improved and ex- 
panded, but the realistic sound effects 


Play's exaggerated ones. 


CONTROL 4.5 


Nearly perfect controls make the game 

realistic, with a clean pitcher/batter inter- ~ 

face that. requires skill. The only thing 

missing.is the ability to cancel a pitch after 
| you've selected it. 


== FUN FACTOR 45 “it 
With better graphics and sound this 
~_ game is.easily a 5.0, Even without those 
improvements High Heat is more fun 


loving baseball fans. . 


“ones that break over the midale of the : 
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are right on—much. better than Triple 


‘than Triple, Play and: a must for: stat, Ne 


Triple Play Stumbles 
Toward PS2's First Base 


PLATFORM 
PlayStation 2 


SPORT 


Baseball 
£ 


PROREVL EWS 


A s TRIPLE PLAY’S rookie PS2 season begins, it seems like EA Sports just tried 
to do too many new things—and designed the game more for casual players than 
true sports fans. The result is a baseball game that looks and sounds great, but when it 
comes to actually playing baseball, the controls and gameplay come up way short. 


Swing...and a Miss 


Triple Play’s biggest new feature—cursor-based pitching and batting—is also its biggest 
shortcoming. Because there is no option for “old school” Triple Play controls, many fans 
of the series will probably feel left in the lurch. 


PROTIP: When plichine, the ‘ollie way 
to fool batters about the pitch location 
is to apply aftertouch with the left ana- 
log stick after the ball’s thrown. 


PROTIP: If a grounder gets past your 
outfielder, remember that the fielding 
cursor tells you where the rolling ball 

is—not where you should be running to. 


Piay the angles to get to the ball quicker. 


PROTIP: if the CPU gives your runner 
a big lead-off, keep a finger on R1 
so you can get back to the bag jf the 
pitcher tries to pick you off. 


BY AIR HENDRIX 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


= Developed by Treyarch 
m= Published by EA Sports 
= Baseball 


=2 players 


Even worse, the cursor interface just doesn’t 


PROTIP: Don't throw breaking balls that break into 


play very well. The only way to conceal your pitch the batter's strike zone—hanging a pitch like this almost 
guarantees a hit. 


location is aftertouch, but that just eliminates the 
differences between, for example, a sinker and a fastball—and the 
end result doesn’t feel like real baseball. It also means that the two- 
player game suffers severely because the pitcher/batter confronta- 
tions feel pretty cheesy. The one-player game, however, is much ye 
better because the A.l. politely ignores your pitch selections. 

A few other shortcomings muck up this ballpark. When 
naling grounders, the A.l. sometimes gives you control of an 
outfielder when an infielder definitely could’ve made the play. 
Baserunning is mostly handled by the A.I., and you have no 


control over your runners’ lead-off, which will disgust baseball 
fans. Lastly, you no longer have to warm up relievers, and 
there's no in-game pitcher status—you have to pause and 
check your rosters to see if it’s time to send in relief. 


Corked Bats 


If you’re not a hardcore baseball purist, you might shrug off 
these complaints and enjoy Triple Play’s homer-packed day on 
the diamond. Overall, the game is far more suited for baseball 
rookies and casual players than experienced sports gamers. 
Visually, Triple Play has almost as much firepower as the 


PROTIP: Baar Se abel & to throw 
balls, especially if you're ahead in the 
count. You might tempt the batter into 


waving at a garbage pitch. 


Yankees. Cool animations, slick stadiums, and decent player 
models make this game look sharp, while the 
audio delivers great ambient sounds and two- 
man commentary. 


Try Some High Heat 

If glitzy graphics and smacking homers matters 
more to you than a realistic baseball experience, 
you'll feel at home in this diamond. Otherwise, 
check out the surprisingly good High Heat Major 
League Baseball 2002 (see our ProReview this 
issue) or wait for word on All-Star 2002 (which 
wasn't available for review at press time). The PS2 
pennant race is still on, but Triple Play sure isn’t 
one of the contenders. 


PROTIP: When batting, follow the pitcher's cursor 
until the two cursors line up. Unless it’s a big break- 
ing ball, you're in business. 


GRAPHICS 4.0 


Slick animations and detailed ballparks 
really pump up the visual flair. Although 
the player models are generally solid, 
they don’t resemble their real-life 
counterparts very closely and suffer 
from a doll-like look. 
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The stands come to life with great am- 
bient effects, and the two-man com- 
mentary is pretty terrific, though some 
of their remarks become repetitive after 
a while. : 


CONTROL 3.0 fa FUN FACTOR 3.0 


On a basic level, Triple Play controls 
fine, but a laundry list of woes bogs the 
game down. The pitching/batting cur- 
sors, A.l.-controlled baserunning, and 
other features just don’t perform like 
they should. 


Triple Play has the glitz, but it comes up 
a little short:in the “game” department. 
The new .cursor-interface stumbles 
more than it succeeds, pushing Triple 
Play out of contention for the Play- 
Station 2 pennant. 
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BY AIR HENDRIX 


PC 5 Ff AGE > 
LPLR : RR C V C @ ly § @ Developed by Treyarch 
&1 @ Published by EA Sports 
mi & $39.99 # Baseball 


i @ Available now 


Triple Play Cranks 
Out a Strong PlayStation Finale 


PLATFORM I F YOU HAVEN'T purchased a PS2 yet and ee 

i lira are looking for a thrilling new baseball experi- ta -Y 
ence, Triple Play Baseball ain’t it. But for a sturdy, - 

wa dependable, and action-packed trip to the original a 
PlayStation ballpark, Triple Play is the only game in 

SPORT town. | 


Baseball 
ee 


Same Game, Different Year 


The skimpy field of competition on the PlayStation— 
and all the hype surrounding the PS2——probably 
explains why this year’s Triple Play is virtually iden- 
tical to last year’s game. Of course, the rosters have 


PROTIP: With the right timing, stealing second can 
been updated and the new Stadiums are ready for bai tloncct utcienditic: Taha'e Vaud (tuey A); madd ko 
soon as the pitcher pauses before throwing, tell the 
runner to steal by tapping T /. As soon as the 
pitcher begins to move, mash < for a speed burst, 


then tap C) for a head-first slide. Safe! 


action, but any other differences are minor—and 
cosmetic —at best. 

If you've already played Triple Play 2001 to death, 
that means there’s no reason to upgrade unless 
you're a consummate fan, But if you-haven’t bought a new PlayStation baseball game in a while, 
this is the real ‘deal, delivering the fast-paced, action-filled baseball that is Triple Play's trademark. 


On the Diamond 


The controls do a dependable —but not perfect — 
job of getting you into the game. Excellent pitch- 
ing and batting controls bring the heart of baseball 
to life, but the fussy baserunning is definitely’a bit 
of a chore. 

Although fielding is generally solid, your player 
has'to be perfectly lined up on the ball to grab it. 
When you’re a smidgen offline and the: ball roils 
by, you'll be howling in righteous indignation be- 
cause any fielder who’s made the bigs would’ve 


PROTIP: If you're ahead in the count and are ex-  @aSily snared it. With practice, you'll soon learn 


pecting a good pitch, hold * and tap [| to swing, 
which will greatly improve your chances of jacking 
one over the fence. 


to handie it, but EA’s failure to tune one of Triple 
Play 2001's bigger flaws is a disappointment. 


Field of Dreams 
While it’s hard for the PlayStation to strut its stuff amidst all 
the next-gen glamour these days, Triple Play still delivers impres- 


sive visuals. Sleekly detailed batters and ballparks make these 


SPORTS 


ballgames look as good as they can, while the audio still sizzles 
with those over-the-top sound effects and that terrific two- 
man commentary. As’always, the frame rate is a tad slow, but it 
isn’t terrible. : 


As long as you're not fanatical about realism; Triple Play's 
homer-filled action remains the PlayStation’s best..If you decide 
to grab’a copy, however, don’t make the mistake of expecting 
anything new in this stadium. 


“BAS 


EBALL J 


ee GRAPHICS 45——SOUND 4.5 CONTROL one 


#2 players 


PlayStation graphics don’t get much bet- 
ter than these sharp players and_ball- 
parks. The frame rate is a little slow, 
though, but it isn’t a:big problem. 


GAMEPRO MAY 200! 


Triple Play does two-man commentary 
right with an announcing team that de- 
livers rich, detailed calls. Solid but goofy 
sound effects round out the audio. 


While the pitching and batting controls 
remain ajoy, the baserunning is still a lit- 
tle too/finicky. Fielding, while generally 


solid, also has afew too many glitches. 
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FUN 
GRAPHICS SOUND CONTROL FACTOR 


PROTIP: Use Triple Play's awesome 
pitcher-status screen (hold L2 and R2) 
to track your pitch history and decide 
when to warm up a reliever. 


PROTIP: Vary your pitch speeds to 
throw off a batter's timing. If you 
throw some heat for a ball or two, 
the changeup is probably money in 
the strike zone. 


PROTIP: Don't be afraid to wait for 
your pitch: If you take a strike or two 
inside, you might get a crack at a juicy 
outside pitch or a hanging curveball. 


ya 


PROTIP: When pitching, don’t be shy 
about throwing balls, especially if you're 
ahead in the count. It never hurts to 

fool a batter into swinging at garbage. 


FUNFACTOR  —_—s_—-40 


Triple Play delivers zero innovation with ‘ 
a game that’s virtually identical to Triple 


-Play 2001. But that still means it’s the 
PlayStation’s top baseball game. 


_____PLATFORM = LEANING ON THE selling power of its name- 


PROREVLOWS — 


ste FUN 
es = Developed and published by EA Sports “SichaiseeT DRS 
ws = $49.99 = Golf 


Tiger Woods PGA Tour 2001 > ae 


PlayStation 2 sake, Tiger Woods PGA Tour 2001 limps through 
a mediocre round of golf that’s less fun than its 


proud predecessors, not even nudging the PS2’s 
graphical capabilities. 


Pro Players, Amateur Rules 

While the last two PlayStation versions of PGA 
Tour enabled either analog or digital controls 
to hit the ball, this year the decision was made 
for you: analog only. Gone is pressing X three 
times to hit the ball. Gone is the precise timing, the skill, the 
tension. Gone is a lot of the fun. Does EA Sports think pulling SPURTS 
the analog stick back, then pushing it forward is any closer to 

swinging a real golf club than pressing X? Or more fun? Well, 


it ain't. One word: choice. , i . ER Woops 
Send the Greens Keeper Back to Scotland P Gj A Ig v Thy a / 


Even with sleep-inducing controls, at least Tiger 2001 uses the PS2 

to render sweet-looking 3D courses, right? Umm...no. Only three pro 

courses grace this game (two at Pebble Beach), and they look okay but not ~ See «Fas alen te 
oo : ory spectacular. The fairways are nice, but the tree and grass PROTIP: If you're on or near the 


text 9 | the 2D't ioe edge of the green, and the computer 
extures are simply ugly, as are the rees that serve as won't let you use the putter, putt with 


the course boundaries. Much more realistic-looking terrain a wood instead-tap it very lightly. 
has been done on the PS2, such as in Smuggler’s Run. 


426d Fo 
TEE THRO ‘ 
100% a, 266 a 


PROTIP: Zoom in (press ©) before 
taking your shot. You'll often want to 
adjust your aim from the default. 


it EP 


The sound effects do nothing special other than remind 
you whose name is on the box. Hearing Tiger’s nasal voice- 
overs, you can almost see him checking his watch as he 
sits in the sound studio. The whisper-voiced announcer 
sounds like a parody. 

Tiger Woods PGA Tour 2001 is a decent game, about 
on a par with Swing Away Golf, its only competition on 
the PS2. If you want to play with real pro courses and | sb bis 
golfers (six of them), it’s the only game in town. But Tour PROTIP: Only rarely can you sink a 


PROTIP: Don't always use the club you're given, especially 2001 could’ve been much better—perhaps even ground- tle alameda tte deere cadeesaby Be sr. 


from just a few feet away. Always 
if the wind is in your face. Try using the next bigger club, but }-eaking—with cutting-edge PS2 graphics. status quo even 
not hitting it 100 percent. g SSCS SrapMcss er look at the slope first (press x or A). 


gameplay, and less reliance on Tiger to sell the game. & 


BY JAKE THE SNAKE 


NBA le! ine AG ™ Developed by Eurocom GRAPHICS SOUND _CONTROL _ FACTOR 
OOpz ‘ 4 = Published by Midway 


»») ™ $49.99 ™ 6 players 
: nf | . (with 
PLATFORM _ MORE ISN’T ALWAYS better, as proven by NBA Hoopz, Reed) © Available now multitaps) 


PlayStation 2 ™ Fantasy basketball 


the sequel to NBA Showtime. By adding another player per 
side (for three-on-three), Hoopz loses the lightning-quick yet ae Sty a ¥ Srd0at 369) a0 FOULS 
precise slam-bam action of Showtime. The game's controls are | 

decent when not much is happening, but often you can’t tell 


SPORT where you are, who has the ball, or who you're passing to, 
Fantasy which makes it tough to play good D or perform wicked alley- 
basketball 


oops. Why not at least an option for two-on-two? 
From the default view, the animations look good and the 
players nice and smooth, including personalized faces. Close-up 


replays reveal the player models are made of blocky polygons with freakish . 3 : . 
; ; fr irtualW tdeaticat te: Scien at PROTIP: If yo you ined a Sih two as PROTIP: To kath the defense off 
skin textures. The soung effects are virtually identical to S$ ane with nies down, hold Turbo and drive: sninid. bo tk Sri isle shot lores 
the same good announcing. for the basket. _- (9), then, just before releasing, pass 
Even with a locker room full of features— including four mini-games, such as + to-your man inside (press x). This 
_ works from the inside-out, too. 


2ball and 21—Hoopz isn't great but is decent enough that some gamers, espe- 
cially those with short attention spans, will prefer it over EA’s NBA Live. (J 
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PROR vLew re — ae 
NBA ShootOut 2001 


PLATFORM 989 SPORTS HAS struggled in its rookie season on the PS2, facing stiff competition from EA Sports. 

PlayStation 2 But NBA ShootOut 2001 takes advantage of weaker hoops competition to make a fair showing. 

= Suffering from ugly, awkward player-models (who look like escaped mental patients in close-ups) and 
uneven animations, ShootOut doesn’t compare to its PS2-competition visually. The soundtrack is fine, 
though, featuring recognizable classic-rock tunes and realistic court sounds. Yet both the music and the 

SPORT commentary become very repetitive. Controls are pretty good, with responsive touch-shooting and 

Basketball icon-passing, but loose animation and bad collision detection (e.g., dunking through the backboard) 

q BLE eee aa =makes fluid gameplay impossible. Compared to this year’s fairly 

Ml weak field of hoops games on the PS2, ShootOut fares better 

than the rest of 989’s lineup (though EA’s Live 2001 is better). 

Yet it has too many flaws apA 


PROTIP: You can adjust the free- 
throw icon with the directional pad 


* NBA pak while you hold down © to get the 
Piping! » Yemen necessary up/down angle. 


and graphical inadequacies 
to be a keeper. & 


+ Gig <4 PROTIP: Get around 
wre st Vince Carter =) your defender before driv- 
GF » Charging - First foul | | ing to the hole, or you'll 
: be called for a charge. 


nt. 
ng % 


he pe 
OF fay 4 


Developed and published by 3D0 GRAPHICS SOUND CONTROL _ FACTOR 


$29.99 Baseball aS 


Available now 2 players 


High Heat Major League 
Baseball 2002 


PLATFORM 3DO’'S BASEBALL FRANCHISE has been a world-beater on 


(CONTENT RATED BY 


PlayStation the PC, but has struggled mightily on the PlayStation. For 2002, the 
game has revamped graphics—but the visuals are still so bad, they [i 
destroy any chance this game has of competing. 
High Heat is definitely the purist baseball-fan’s choice, with a clean 
SPORT pitcher/batter interface and the best in-game stat-tracking of any Play- 
Baseball Station title. By pumping up all the simulation options, you obtain the WOES | eo 
a “yi most realistic eketen ie 2 the PlayStation. Diitortnceds High Heat’s oe ate = 


graphics are terrible: Player models are out of proportion and their ani- PROTIP: Take out your pitcher if /PROTIP: When a top pitcher such 
it's late in the game and he starts © as Maddux, Johnson, or Martinez 


inal fetal listic. The jerk h h throwing balls with the same pitches is throwing well, play hit-and-run 
ook completely unrealistic. The jerkiness hurts the that were strikes earlier. ball to score a run or two. 


otherwise solid control scheme. The soundtrack doesn’t 

deliver either: The crowd sounds fake, while the commentary is slow and sometimes incorrect, As it stands, High Heat 
2002 is like that off-speed pitcher with the ugly delivery who wins 15 games a year for’ your team—you tolerate him as a 
solid performer, but he’s not your favorite player. & 


mations are so jerky, they throw off your timing and 


BY FOUR-EYED DRAGON 
Developed by Ubi Soft GRAPHICS SOUND _CONTROL _ FACTOR 
Published by Video Systems 
$49.99 Racing 


Available June 


Fl Racing Championship 


2 players 


PLATFORM FINALLY, A WELL-DONE FI racer for the PS2 that suc- 
PlayStation 2 Cessfully mixes sim and arcade gameplay for an unforgettable ride. 
Pe You choose from Il race teams and the team’s top drivers—including Le LAP TIME 37.574 
McLaren’s Hakkinen and Arrows’ Takagi—then race on I6 interna- gig w /,) | oe Hineemisieeces 
tionally renowned tracks in cities such as Melbourne and Monaco. 
Along with the usual arcade 
and sim race modes, Fl Racing 
Championship has a cool Scenario mode where. you: must-com- 
- plete objectives, like maintaining a lead-position up to the 69th 
lap, that are all based on past real-life situations. 
Fl’s sights and sounds are unmatched. The courses are un- nS 
believably realistic, while backgrounds shine with sharpness and PROTIP: Always brake before turn- 
ss ye : ; ing. If you brake during a turn, your 
vivid details. Though the onslaught of high-pitched car engines wheels will lock up, causing you to 
doesn’t comfort the ears, the outstanding alternative music lose control. 
rocking at every turn does: Add responsive controls, and Video Systems’ Fl Racing Championship 
completely blows away the PS2’s other formula-one game, EA’s Fl Championship Season 2000. 


PROTIP: If stuck behind traffic, pass 
during a turn. On straightaways, oppo- 
nents are more aggressive and will 
likely run you off the road. 
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Bogs my Pes >}, 
eo] ,8%. r 


lia ain hors ——— 


Developed by Monster Games _— 


Published by Infogrames 
Target release date: 


Second Quarter 2001 FIRST LOOK 


PLAYSTATION 2 


FTER BURNING RUBBER on 
the PC and PlayStation last fall, NASCAR Heat is racing to the 
PlayStation 2: The game will feature the same unique play modes 
from the PC title, including 36 all-new Beat the Heat Challenges 
that place you in scenarios designed to push your driving skills 
to the limit. Additionally, you can literally go head-to-head with 
some of the biggest NASCAR racers in Race the Pros, where 
you race the ghosts of up to 10 professional drivers who played 
the game. There will also be two difficulty levels: expert—with 
unlimited details to tweak for hardcore NASCAR fans—or 
normal, for a simpler mode to be used by the casual fan. 

Graphically, the game will highlight a new 3D interface, geared 
: specifically for console gamers, and incredibly detailed car models 
Cea that take realistic dents, scratches, and more —which should help 
bring to life the thrills, spills, and drama of a NASCAR race. 
With 19 real-life Winston Cup tracks painstakingly re-created 
and at least 25 licensed drivers to choose from, NASCAR fans 
==] will certainly be feeling the Heat 
me this summer. 


BY UNCLE DUST 


Developed by Infogrames Melbourne House _— 
Zi S44 | Published by Infogrames P<, le 
HE SURPRISINGLY GOOD WY Target release date: Summer 2001 FIRST LOOK 


Dreamcast racer from Infogrames, Le 
Mans 24 Hours, is revving up its engine and heading to the PlayStation 2. Featuring over 70 licensed cars—including 
30 new vehicles—and |2 real-world tracks, Le Mans will enable you to burn rubber with up to 24.competitors from 
dusk 'til dawn. The power of the PS2 will deliver details like dust, 
smoke, sparks, and shadows, as well as animated drivers and pit 
crews. Le Mans will have five play modes, and you'll be able to 


either compress race time to 10 minutes or go the full 24 hours. 


=e : “a 
en i ty ey 
® i ‘ 
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BY UNCLE DUST 


THE MONTHLY GUIDE TO THE WORLD OF ROLE-PLA) Nei] "Developed by Snowblind Studios le 


Baldur’s Gate: 
Dark Alliance 


@ Published by Black Isle Studios 
™ Target release date: September 


PLAYSTATION 2 


Interplay is creating a new chap- 

ter in Baldur’s Gate, the highly 
acclaimed PC RPG series—this 

time, for the PS2— including 3rd 
Edition Dungeons & Dragons 

rules as well as the Forgotten 
hes setting. Bye Dak Alliance atl 
is no PC port—it will be a 
completely new, epic adventure 
based on the Realms’ world, and 
every element of the game is being 
created from the ground up for the 
PS2. While this venture may seem 
like a big risk, our First Look at Dark 


Alliance reveals that Interplay is on the 
right track. 


Dark Alliance's incredible graphics are its first and most noticeable 
aspect. Smooth, realistic details throughout the world will include 
complex shadows from torches, smooth rippling water effects, 
polygonal leaves on trees, and an almost limitless variation in tex- 
tures (thanks to some very complex technology). Not only that, all 
characters— including NPCs and monsters—will have amazing 
details, and a variety of clothing and weapons options. Each charac- 
ter will speak to you with lip-synched dialogue as well. With these 
added features, Dark Alliance won’t need prerendered cinemas— its 
story will be told through in-game cut scenes. 


The epic story of Dark Alliance will occur as 
the land of Baldur’s Gate and the entire 
Sword Coast are on the brink of war— 
but more importantly to you, your sister 
has been kidnapped. These two stories 
will intertwine as you (and a friend, thanks to a multiplayer option) 
Maen search for your sister through 30 levels of monsters, puzzles, and 
Meee much more. So far, Dark Alliance has made a very memorable first 


+ 


mm impression, indeed. As the PlayStation 2 RPG lineup heats up, this 


game may be difficult to top. 


» MAY 20 


OLE-PLaYER’s REaALm ee 


PFEVLEWS erm 


Developed by Stormfront Studios 
Published by Game Studios 
Target release date: November 


PLAYSTATION 2 


PAR Dt. £O OF 


HILE THE PLAYSTATION is still the preeminent 
system for RPGs, the PS2 is building up an impressive 
lineup of titles, including Game Studios’ upcoming The 


Legend of Alon D’ar. 


mt) 


Taking place in a traditional sword-and-sorcery world, 
Alon D’ar will feature intense action for two players at 
once, with magical spells, a wide array of weaponry, and 
up to four characters in a party. The game will also have 
a deep level of player growth and customization, which 
will enable almost unlimited variations in characters. 

The Legend of Alon D’ar 
will showcase the power of the PS2 with its finely detailed 3D environments. 
You should see impressive visual effects for the spells as well as amazingly 


realistic subtleties, such as fields of grass, flowing rivers, and character outfits 
that blow in the wind. 


With its promise of stunning visuals, action-packed gameplay, and two- 
player cooperative mode, The Legend of Alon D’ar could begin to shift the 
attention of RPG fanatics from the original PlayStation to the PS2. @ 


Developed and published by Metro 3D 


Target release date: 
ETRO 3D’s DARK action/RPG game, Dark Angel: Vampire Apocalypse, March (PS2), May (Dreamcast) 


will let you assume the role of Anna, as you use your special powers to 


PLaySTATION 2 DREAMCAST 


Pino. -& O Of 


battle the warlord Yagma and the Vampire Underworld. You'll 
also seek a cure for a crippling disease and even come to 
realize why you possess your extraordinary powers. 

The game engine is being developed internally by Metro 3D 
and will feature a continuous 3D world with real-time combat. 
The character A.I. should make battling enemies more intense, 
as they'll attack in intelligent groups or act unpredictably on 
their own. Also, the numerous NPCs who populate the world 
of Dark Angel will remember interactions with players—and 


may even join your battles. As you roam freely through the game, 

you'll probably notice that the world around you is changing as time passes: Cities are evolving and pros- 

pering or succumbing to plague, while forests may become burnt-out battlefields. 
With its gloomy, immersive environments and intense vampire-fueled action, 


Dark Angel: Vampire Apocalypse should provide RPG fans a chilling next-generation 
adventure this spring. @ 


Note: All screens shown here are from the PlayStation 2 version. 
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_ BY UNCLE DUST 


Developed by Kadokawa Shoten/ESP GRAPHICS __SOUND CONTROL FACTOR 
Published by Conspiracy Games/ 


Crave Entertainment 
$44.99 RPG 


Available now | player 
THE MONTHLY GUIDE TO THE WORLD OF ROLE-PLAYING GAMES 


PLATFORM B ASED ON A popular anime series, Record of Lodoss War provides an engaging 
Dreamcast 


quest with interesting characters and plenty of hack-n-slash RPG fun. 


Diablo on the Dreamcast? 
You play the game as a hero from the past, brought back to life to stop the resurrection 
of an evil goddess. If you’re unsuccessful, the entire world will suffer. You begin by search- 


ing for Parn, Deedlit, Leila, and Slayn—characters 
familiar to fans of the anime series—who will 
help you at times during your quest. The rest of 
the game, it’s just you against a mass of mon- 


sters, which is where Lodoss is most similar to = he 
Healing Potion (large) | 


the popular Diablo series on the PC. Because 
imitation is the sincerest form of flattery and 
Diablo II is not set for console release, this is a 


PROTIP: Prepare the magic you want before go- 
ing into battle, so it's available when you need it. 
Otherwise, you'll tahe damage changing spells. 
good thing. 

Combat occurs in real time, as you chop your way through hordes of beasts, frequently replenishing 
your life with potions, and teleporting to locations throughout Marmo—just like you would in Diablo. 
The magic system is a little cumbersome, making it difficult to switch between spells in battle, and the 
weapon customization feature, based on ancient inscriptions, is basically the same as the jewels in Diablo. 
Unlike Diablo II, however, Lodoss must be played with a controller; the configuration works rather well, 


though, keeping you firmly in charge even in the face of dozens of monsters. 


Take Record of Lodoss War 


Graphically, the game is well designed, with unique, customizable characters, menacing creatures, and 
huge levels. But the Dreamcast can’t keep up when the action gets hectic—the frame rate drops dra- 
matically and some enemies flicker in and out. The soundtrack is the weakest part of the game, with 
excessively repetitive music and few voice-overs. 

Overall, this RPG is nicely done and fun to play. With a few tweaks to the graphics and sounds, it 


PROTIP: To defeat the demon Serafi, boost your = could've been a very good game. As it is, fans of the Lodoss War series, as well as hack-n-slash role- 
strength and damage to maximum—his quick attacks 


replenish his life and are hard to avoid. 


P se 
Healing Potion (small) 4,, 
yi 


playing nuts, should definitely take notice. @ 


Healing Potion tsmali) 3 


ee m iy ; z eating Potion (email) Mi 
PROTIP: Pay 10,000 Mithril to obtain PROTIP: After breaking hag statues PROTIP: In the upper-right corner of PROTIP: it's a asc idea to use nar- 
the Oriental sword as soon as possible, and defeating the monsters in the Faralis the Dragon Narse’s lair, you can find row doorways to your advantage when 
then boost your dexterity and critical _ hills, you're attacked by this huge mob- _ the Mythril Ghost, who will give you the _ fighting aggressive mobs. Drop a Bon- 


hit percentage to deal ultra-deadly blows run around it and quickly enter the pick axe that you can use to break the fire there, then attack them one at a 
more frequently. Dark Tower. blue crystals. time instead of all at once. 


BY UNCLE DUST 


PLATFORM FAKE 2 INTERACTIVE’S bargain-basement collection makes Developed by Delphine Software GRAPHICS SOUND CONTROL _ FACTOR 
PlayStation —_—_ its way to the RPG world with Darkstone for the PlayStation: eee 2 eouwied by Tene 2 interactive 
ch, $9.99 RPG 
a sub-par adventure, even for $9.99. “ ae 
aN Available now | player 


Darkstone is as simple as it gets, from controls to graphics 
and sounds—even the story lacks depth or detail. You pick from eight 


chara types, then you start on a journey to defeat the evil dragon, Draak. The game's graphics are murky, 
blocky, and uninspired, while the soundtrack, filled with monster groans and quiet 
music, is just as bad. Controls are thumb-numbing and plain. 
Even at its low price, Darkstone isn’t worth the money. It’s far bet- 
ter to spend a few more bucks for a used copy of any of the terrific 
RPGs that have come out for the PlayStation over the years. @ 
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SEY QUUDLE 


Dreamcast. 


THE FLOW OF THE GAME 


A wide variety of adventures await you in the world of Phantasy Star 
Online. You can play the Main Quest either online or offline, along 
with different Hunter’s Guild Quests. But the backbone of the game, 
and the key to unlocking new areas and quests in both modes, is the 
offline Main Quest, which progresses as follows: 


The beloved Phantasy Star RPG series returns Forest rOREST ae 
. : fol ones Unlocked 
with bigger worlds to explore, more advanced 


combat techniques, and a new multiplayer 
online feature. This brief strategy quide helps 
you get started on the latest Phantasy Star 

adventure. For the in-depth strategy quide, look 
for the Official Perfect Guide, on sale now. 


Tier 4 HG 
Quests 


Unlocked 


Tier 5 HG 
Quests 
Unlocked 


Presented Py 


: 7 & STH ECS | ACTIVATE THE MONOLITHS. 
ff Se RUINS [2 | RUINS [2 | RUINS |. Sy 
hes — ONE Two | | THREE | xO MS 


; ay The black arrows represent accomplishments that are permanently 

—_— ' = _— saved in Offline mode; the grey arrows do not. So if you beat the 
= © Ym first boss, talk to the Principal (which you have to do after beating 

DM each boss) and quit your game. You will have access to Cave | 
\ and the Tier 3 Hunter’s Guild Quests the next time you play 


. ) in Offline mode. Note: You must beat all the Tier | Hunter’s 


Guild Quests before you can access later ones. In Online 
mode, any team you start with also has access to the Caves; if 


someone else started the teams, you'll have access to whatever 
areas he unlocked. 

If you made it only as far as Forest Two before you quit, 
you'll get to save all of your items and EXP. But the next time 
you load your game, you'll be able to only warp to Forest |. 


Remember, nothing you unlock online is ever saved: You 


could have beaten the entire game online, but if you haven’t 
been playing offline, you’ ll still have access to only Forest |! 
After defeating the last boss offline, you can select Hard 
mode, which features harder enemies, more EXP, new items, 
and a new form of the final boss. Beat that, and you unlock 
Very Hard mode for your offline quests. The rules for 
these modes are different online: You can join or start 
Hard mode Quests as long as you’re at least level 20, 
and Very Hard 
mode Quests 
if you’re level 
40 or higher. You 
do not need to have 


| FOREST 1 
beaten the previous modes. , ore | MINE 1 


RUINS 1 
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brings you everything 
you need— 


Subscribe and you get a whole year for 


What else do you want? A puppet show? 


FINE. 


Hey Elektro! 
What's green and red 
and goes 300 mph? 


That's sick, Major. 
Let's try it! 


SUBSCRIBE TODAY! 
Call 800/678-9097 


THe Nine CHARACTER CLASSES 


Rather than individually selecting your character’s species, job, and gender, you must select one of nine preset character classes, which are divided into three 
groups: Hunters, Rangers, and Forces. Each one comes in three varieties. 

The three species found in these groups are Humans, Newmen (frail, elvish characters who excel at techniques), and Androids (powerful artificial beings who can 
sense traps and are immune to most status conditions, but can’t use techniques). The six major stats are listed below, with bar graphs showing how each class fares 


in that category. 


Note: All comparisons were made at level 25. 


HMUNTERS Hes left to right: HUcast, 
mar, and HUnewearl) 
@) Hunters use mostly short-range weapons like 
Sabers, Daggers, Swords, and Partisans. Since 
they're mostly in the front lines, Hunters both take 
and dish out the most damage, which allows them to 
use their Mag’s Photon Blasts more often than other 
classes. HUmars and HUnewearls can also use tech- 
niques, making this class ideal for those who want to 
experience all aspects of Phantasy Star Online. 


7 (From left to right: RAcast, 
* y RANGERS RAmar, and RAcaseal) 


} Gun-wielding Rangers are probably the easiest 


class to play because they can kill most regular 
mr" enemies from a safe distance and need to worry 
tk only about large hordes and bosses. The android 
; i RAcast and RAcaseal are valued in online play be- 
4. cause they can see and destroy traps at a distance. 
Re The RAmar lacks this ability, but is the only Ranger 


capable of using techniques. 


(From left to right: FOnewm, 
ro RCES FOnewearl, and FOmar!) 


Forces are terrible in melee combat: Their class's 


exclusive weapons are weak, they can't use Armors 
and Shields, and they’re notoriously frail. But they 
do get a ton of TP and can use powerful techniques 
early in the game. Their ability to use techniques that 
benefit the whole party, such as Reverser, Resta, 
Shifta, and Deband, make them valuable members of 


cult to clear the game as. 


online parties. Offline, however, Forces are the most diffi- 


Si ea 


EVP ( Evasion Power) 


When you Evade, you block with 

your Shield or Barrier and take no 
damage. You can’t evade long-range 
attacks, so this stat is most impor- 
tant for characters who are on the 
front lines. 


DFP (Defense Power) 
When you take damage, this stat af- 
fects how much you’re able to shrug 
off. For example, a hit that could 

drop a FOnewm may do only half 
that damage to a Hunter. 


HUmar 


HUnewearl 


HUmar 
HUnewearl | 
HUcast 


— 
RAccst a 
RAcaseal ee 


(Onewecr 
(Onc! a 
_— rt 


AIA (Attack Accuracy) 


Attack Accuracy determines how of- 
ten your attacks hit and is especially 
important for long-range weapons 

since accuracy is affected by distance. 


Requirements to use guns are based 
on ATA. 


HUmar| 
HUnewearl 


HUcast | 


HUcast 


FOnewearl 11. 


FOmc | 
FOnewm ee 


ATP (Attack Power) 


Attack Power determines how much 
damage weapon attacks inflict (even 
for guns). This stat must be ata 
certain level before you can equip 
Hunter weapons. 


HUmar§ 
HUnewearl 
HUcast 


Ano 
RAcast 
RAcaseal ae 


FOnewn Fe 
HP (Hit Points) 


Hit Points determine how much 
damage you can take before you die. 
No weapons or armor can improve 
| your HP—it rises only when you 
level up or use HP Material. 


MST (Mental Strength) 


Mental Strength affects when you 
can learn techniques, how effective 
they are, and what your TP max is. 
The minimum requirement to use 
Force weapons is based on MST. 


HUmar & 
HUnewearl 
HUcast@ 


— 


RAcast ff N/A 
RAcaseal NIA 


HUmar} 


HUnewear 


HUcast} 


FOnewn Is |||): onewm i 
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ITEM DATA 


PHANTASY STAR ONLINE 


The only weapons you'll find in Forest | are the three basics: Sabers, Canes, and Handguns — 
one of which you start with. Eventually, everyone can use a Saber and Handgun, so characters 


oe ee 


eee 
| 


Your guide through PSO’s Main 
Quest is none other than the Red 
Ring Rico, who everyone in town 
can’t stop babbling about. In order 
to read her research notes and 
simple combat tips, you 

need to kill all enemies 


in rooms where you 
find her small, orange 
message packs on the 
floor. 


GUARDS 
ra 


fi FRAME 


| ARMOR 


| #' 


>» 
a 


4 r 
Cl Me 


#) 


| BARRIER 
SHIELD | 


[mae 
| 


i 


AVERAGE LEVEL OF 
ARMOR “UNITS” IN THIS AREA: 


One obstacle in this area is the laser 


barriers that often get between you 
and your hard-earned treasure. To 
deactivate these barriers, you need 
to find a terminal with 

the same color beams. 


Simply deactivate the 
terminal, and the bar- 
rier goes, too. 


of any class might want to keep one if they find a good one (they should all be +0 at this 
| point). Everything else should be unloaded for big meseta at the Shopping Area. 
You find mostly Frames and Barriers in the blue boxes. You start with a Frame, but it has 
poor stats and no slots, so anything else you find can be only an improvement. And since you 


begin with no shield at all, a Barrier is al- 
ways a welcome find. If you’re really lucky, * 
you could find an Armor or Shield, _ 
but those can’t be equipped until ~~ 
level 4, and Forces can’t use those 
items at all. 

The best finds in the Tool 
department are Technique Disks. 
You can find only four tech- 
niques, each at level |, but 
they’re a 600 to 800 meseta 
value that can be put to use 
immediately by any Human 
or Newman character. 


The Forest Area has two types of 
door locks: One doesn’t open until 
you kill all the enemies, and the other 
doesn’t open until you find and hit a 
circular switch like the 

one shown to the right. 

The color and symbol 

on the switch always 

match the door that it 

opens. 


TRANSPORTERS 


Your journeys always begin at the blue 
transporter from Pioneer 2 and end 
at the red transporter that leads to 
the next area. No switches or termi- 
nals in Forest | affect 
anything in Forest 2, 
so once you find the 
transporter, you can 
take it whenever 
you're ready. 
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Hunters start with only 


a short-range Saber and 
may take a beating while 
learning the basics of com- 
bat. That leaves you no 
choice but to blow your 
starting bank-roll on Mono- 
mate, put it on your Action 
Bar, and leap into the fray. When enemies are 
about to gang up on you, run back to a safe 
room, wait for them to start to return to their 
starting locations, and then hack ’em in the 
back. When you get enough cash, HUmars and 
HUnewearls should buy a nice long-range Foie 
or Zonde technique. 

Other good purchases include a quality 
Barrier—if you can’t find a freebie —and lots 
of treats for your Mag. As soon as it hits level 
10, you can start using those nifty Photon Blasts. 


Ct ae 

% 6, HP 26/40 ol 
i TP 94/124 sii 

wi) Dey. AYA ; 


HUNTERS € 


BOOMAS 


There are three types of Boomas: ° 2 Apatarrhia 


YQ 


ae 
+ 
A \ 
Pi 
aM 


RANGERS 


Rangers have the easiest 


_ \ 
x A 


* 


time getting started. The 
trick is to enter a new 
room, stay near the door- 
way, and fire at enemies 


with weak-strong-strong 


bs combos. When enemies 


~ 


get close, just head out the 
door; enemies can’t follow, so they return to 
their original positions and give you a nice oppor- 
tunity to pop back in and shoot ’em down. Use 
this cheesy little trick to level up a bit, and soon 
you should be strong enough to survive in close- 
quarters combat against enemies who aren’t so 
easily fooled. 

RAcaseals and RAcasts don’t need money for 
techniques or Fluids, so they should be earning 
lots of extra cash. Use cash to save up for a Rifle, 
or buy extra supplies and feed your Mag religiously. 


ENEMY DATA 


HP31/31 
TP§2/ 100 
mre 


Original, Go, and Gigo (Gigos don’t 
really start appearing until Forest 2). 
If you’re using standard weapons, the 
difference is simple: Tough, tougher, 


| Booma * 
| Attribute:Netive 


— a and toughest. But it’s more compli- 
cated for Forces, who need to match 


the right spell to the right beast. 
Standard Boomas are highly flam- 


mable, while Goboomas prefer a nice shot of Zonde. Barta is good for all 
three —although vanilla Boomas have a partial resistance —because it can cut 
through multiple enemies. Gutsy Forces can run around in circles until the 
whole herd is behind them, then let loose a few waves of Barta. 


hy, » HP 48/59 

% ea TO AE OE 

NC y 1P 127/163 
ORI EANTETNG 


your back is turned, so if you keep 
them from circling behind you, you 
can kill them with ease. They’re 


Asm, Poot 
=) Savage Wolf 
" Attribute:Native 


to face them whenever you cast 

Zonde—the best spell to use 
against both types of wolves. Barbarous Wolves are the leaders, so if you 
kill them first, all the Savage Wolves will howl and cast Zalure and Jellen on 
themselves, and ultimately lower both their attack and defense. 


GAMEPRO MAY 200i 


WOLVES 


a SS 5 pees =Wolves are fairly weak enemies. 
They pretty much attack only when 


particularly easy pickings for Forces, 
because you'll automatically turn 


aoe tentn Vf é 
Lari 
“a . ~ “ 
- : 
cy 


oe, 


4» Monest ee 
Attribute:Native | 


FORCES 


Forces start with Foie, but 
no other spells or tech- 
niques. Your Cane is pretty 
/ worthless in combat, so 
use it only to finish off ene- 
: mies who are going down 
in one hit, against foes whose 
7 backs are turned, or on weak- 
lings like Rappies or Mothmants. 

That leaves Foie, which is great while your TP 
lasts. Buy Fluids if you can, but the Forest is small 
enough that you're never too far away from the 
transporter. The Medical Center is only 10 meseta, 
and you need to save as much cash as possible 
for Technique Disks and Fluids. 

When you have the cash for another disk, pick 
up Zonde. Its auto-targeting is great against quick 
enemies like Wolves and Mothmants. 


RAG RAPPIES 


The noble Rag Rappy: It’s hairy, soft, 

cute, so lovely, and pretty! It’s hard 
not to feel a little guilty about beat- 
ing the stuffing out of these fuzzy, 
Phantasy Star series mascot charac- 
ters, but if you want their items, 

you'll have to do it twice. After the 
initial K.O., watch over their bodies 
until they rise to make their escape. 


Smack ’em on the way out, and their treasure is yours. However, if you hit a 
Rappy with a gun before it notices you, it will immediately turn and run away. 
You won't get any items or EXP, but it’s a good way to avoid a dangerous 
confrontation with super-tough Hard mode Rappies. 


MONESTS 


Monests are a lot of work for not 
much reward. They have 300 HP in 
Normal mode, but you should kill 


them with strong-strong-strong 
combos or Foie blasts before they 
spew out too many Mothmants. 


Mothmants are typically more of 
an annoyance than a threat—but 
watch out in the Hard and Very 


Hard modes. In these modes, Mothmants come quickly, do big damage, and 
have at least 200 HP. Use quick weapons and weak attacks, or their sudden 
stings can seriously interfere with your combos. 


WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


OLE-PLé& 


Forest | always has the same layout, meaning the same rooms are always in 
the same place in relation to each other. However, the area has several dif- 
ferent variations, including different starting and ending points, different trea- 
sure chests, and different enemy placements. The three offline maps are shown 
here, but there are two additional online-only maps. 


VARIATION B 


This variation is heavy on Boomas, as you fight them in almost every room, 
but never more than two or three at a time. Forces should use Foie, Hunters 
hit-n-run tactics, and Rangers can blow the sluggish dog-men away from the 

doorways. The quest itself is pretty direct, except for the brief detour to the 
| southeast. The chest contains a Telepipe and a Moon Atomizer. 
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PHANTASY STAR ONLINE 


This is probably the easiest Forest | variation, as the route is completely linear 
and it tends to have very few enemies. The catch is that the rewards are 
pretty lousy, too: There’s only one Brown chest, and all it contains is a Tele- 
pipe. The only tricky part is the room in the far northeast, which contains a 
pack of wolves. Forces may have trouble dealing with them if they don’t have 
Zonde yet. 


VARIATION C 


This odd layout starts you in the middle, overlooking the Forest 2 trans- 
porter. Unless you want to take the southeast detour——for a weapon and 
piece of armor in the chest—you should head west from the starting point. 
You can then circle north and make it to the transporter after fighting your 
way through just two rooms! 
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ATA 
Hunters can find a nice treat here in Forest 2. The Dagger 
lacks the Saber’s range, but does more damage, is twice as 
fast, and hits twice with each strike. The funky martial arts moves that you start 
breaking out on the third hit are a blast, too. There are no other new weapons to 
collect here, but you can find Sabers, Canes, and Handguns that are up to +3. 
Forces can look forward to 


finding basic attack spells up to 


level 3 now. Level 2 and 3 spells 
do more damage (or recover 

more HP in Resta’s case), but cost 
one more TP to use. The only new 


spell is Anti, which cures Poison 
and Paralysis, two things you 

. don’t need to worry about in 

) Forest 2. But it will come in 


handy soon. 
Very lucky gamers will find 
Psy Armor and Core Shields, 


but you won’t be able to 


ERAGE LEVEL OF 
RMOR “UNITS” IN THIS AREA: 


SADE AR LA POEL IYER TESST. BPH WPM HUE TAN PO PTAREIOE PTe PAH IE PSI IEA THLE SETS IPE LEA RIE TRENTON EMP ERLE ORLY A ODL IT 


NA-EONED MORAL IAN ASSN RDI WOON HPL ME MENLO BL BENE EIEIO EEE BE BAERETM DRIES TS DIME ATA DSRNA RSE 8 CRORES BL: 


equip either until level 7. 


| Pere 


Rasarecrear ses eT AT UTE 


QLD SSS ETAL AN LN MT ER FM BO ST OPER ERP PSS AS RSE a 


- & ROWE ee D MIL (oe | : ee : MONOLITHS Le > | 
In every variation of Forest 2, you q seal bs | | Forest 2 is home to the first of three : 
can find a washed out bridge in the | Sefeeeee § giant monoliths that you encounter 


north part of the map. To repair this in your quest. If you’re playing in the 


bridge, you need to find a switch like ee : eS 


Offline mode, you need to return 


the one shown here aj | -_. ¥ ‘ | and track down all of 


and turn it from red these monoliths at a 


to blue. In many varia- 


later point in the game. 
tions, it’s right next to 


the bridge, but it won’t 


always be so easily 


found. 


ee 


(GF HP 64/107 } 


In one of the online-only variations of [SMU Faas : @ All Forest 2 quests end at the Cen- 


this area, you can find treasure chests tral Dome in the northeast part of 


scattered across the room shown 


the map. To get there, you need to 


here. Many of these treasure chests take a green mini-warp. Make sure 


are decoys that actually your party is assembled and everyone 


contain enemies, so be is healed up before you 


sure to open them go through—the area 


one-by-one or ignore beyond is usually the 


. Mee them entirely to avoid hardest part of the map. 
a confrontation. | 
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PHANTASY STAR ONLINE 


After defeating the final enemy in the 
northern part of the Central Dome, 
the red, one-way boss transporter 
should activate. Before saying “yes” at 
the prompt, assemble your group — 
assuming no one wants to be left 
behind. The 
transporter 
won't be usable 
again until the 
boss is defeated. 


HUNTERS 


In Normal mode, skilled 


go 
Rangers can’t inflict as 


hi 
‘F 


Hunters can take down much damage on the 


the Dragon at levels as Dragon as Hunters 


low as 4. Just get good at can, but at least they 


dodging, tear into its feet, don’t have to worry 


then its head, and, when about being trampled 


that drops, unleash your while attacking. Aim 


un Hs 


__TELEPIPE TRICKS 4 


; : mgt ae ue: 
Henke 
1a 


Before the boss fight, go to Pioneer 2 
to heal, sell junk, and stock up on 
supplies. But even if you don’t want 
to visit a town, drop a Telepipe; that 
way, if you lose the boss fight, you can 
go straight back to the Boss Warp 
rather than walk through Forest 2 
again. If you’re in a party, have two 
characters make Telepipes; if every- 
one uses only the other players’ pipes, 
they'll never go away. 


I FORCES 


» The Dragon’s weakness 
is Ice. Barta is weak, but 

, Gibarta is amazing and does 

| great damage to any of its 
body parts. Low-level Forces, 
however, probably won’t 


have Gibarta by the time 


most powerful weapon. How- 
ever, in Hard and Very Hard modes, regular at- 
tacks won’t hurt its feet. You can use Gibarta, 
but the best trick is to use Draw weapons to 
simply suck the life from any part of its body. 


for the Dragon’s head 
when it’s safe —not when it’s breathing fire — 
and use Draw weapons if available. Rifles can nail 
him in the air, but without much consistency. Just 
use whatever gun does the most damage. 


you reach the Dragon in Normal mode. If you 
don’t, switch to a Saber to get your whacks in 
while you can, and pester it in the air with 
Zonde spells. Definitely go with Gibarta in 
Hard and Very Hard modes. 


This boss isn’t as tough as the ones that follow, but its variety of attacks 
should definitely keep you on your toes. When the Dragon is on the 
ground, you need to worry about its man-crushing feet and the arc of flam- 
ing breath that can hit anything within about 120 degrees in front of it. 
When it’s in the air, be ready to dodge spreads of three fireballs (1). For- 
tunately, the Dragon can’t target characters that are too close, so stay near 
its shadow. However, never linger directly underneath; otherwise, you're 
vulnerable to the shockwave that hits when it drops back to earth (2). Elin ke 
© | Attribute:native . \ When you aren’t running for your life, you need to get in as much a boo ARE | 
| NE) damage as you can. You can hit the Dragon anywhere on its body in Normal % 4 ) 
mode, so Hunters should lay into the feet (3), while Rangers take aim at 
its especially vulnerable head. When you've inflicted enough damage on 
the Dragon, the head drops so everyone can get a crack at it. 
When the Dragon is about halfway dead, it burrows into the earth. 


While underground, it rapidly tunnels from side to side three times and 


inflicts serious damage to anyone in its path. The Dragon can’t change direc- 


tion early during this attack, so the safest place to hide is near the point 
where each tunnel begins. Watch your radar, and then dash to the side 


EF iranen where the last attack terminated and hug the walls. Never end up at the 


TT ehpaialela hii opposite wall or in the middle—that’s a sure way to get nailed (4). 


After three of these burrowing attacks, the Dragon blasts back up and 


you should be able to hit it again. Watch out for the holes where it entered 
and left the earth because the magma won’t cool until the boss has breathed its last. 
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Similar to Forest 1, Forest 2 always has the same basic geography, and the 
Boss Warp atop the Central Dome that marks the end of the level is always 
in the same place. But the way to get onto the Central Dome changes dras- 
tically. The three offline versions of the maps (which also appear online, among 
two others) are presented here. 


VARIATION B 


This variation forces you to travel through virtually every room, but without 
too much tough opposition. If you’re trying to avoid battles, don’t bother 
visiting the monolith (you can sneak in and grab the five chests, but don’t 
head north or you'll trigger an ambush). The main area of the Central Dome 
(right after the Warp) has a Monest that spews its insects at super-speed, so 
be careful. 


PHANTASY STAR ONLINE 


You can travel in any direction from the main chamber in this map, but, to 
get to the Central Dome, you must head north and loop around to the 
southwest room with Warp A. That’s the toughest room on the map, and it 
always has at least two Hildebears. If you want the chests in the southeast— 
which contain a weapon, armor, and a valuable Star Atomizer—you'll have 
to go all the way back after hitting the red terminal atop the ledge. 


VARIATION C 


The Warp is in the usual place in this map, so you can head east out of the 
starting point and skip all the rooms in the west. A big battle awaits atop the 
Central Dome featuring a Monest, a variety of Boomas, and a wave of vicious 
Rappies, so you may want to battle through the west wing to charge up your 
Photon Blast and get some more experience before you take Warp A. 


Want to know more? Check out the full-length Phantasy Star Online Official Perfect Guide from Versus Books—on sale now! @ 
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"CONTROLLER LEGENO 
RIS = Dry 5 Weld | 


LI = Guard. 2: ee Cl) = Atrack -—"" 180-dggrees Tu 


A= aes 


Oz Absorb Souls 


x= Check/Decide 


crics, 
4 MUSASHI MIKE 


SAMURAI BASICS 


“SAMANOSUKE: 


vminere you can os de 


and tap LJ. sigeiecs * 


them, simile eo 


and then tap [1 You poor perform 


[eh Po ee 


x 


Hold J, tap ©. 


“SIDESTEP DEATHBLOW” : — — 
Samanosuke has a few techniques that can vanquish a foe with one hit, although they’re rather difficult = __ ++,0r stand over your opponent, simul- 
to execute. First and foremost is the “sidestep deathblow.” You can execute this move with any sword. | taneously hold R1 and 7, and tap (1. 


Press and hold R1, and wait for your opponent to strike. 
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. 2. ee | 


a ‘bac and tap C1. You: should deliver a deathblow. 


AL TECHNIQUES - 


CONSERVATION IS THE KEY 


can find several items duritg the game, you should try and 
conserve everything until you absolutely need it. It’s also helpful to enhance 
your items when you: have ‘enough soul energy. 


FIGHTING ENEMIES DIRECTIONS 


For directions, this guide uses north, 
south, east, and west instead of up, 
down, right, and left. A compass can 
be found on each map. 
To access the map of 
your current position, 
press R3. 
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Smash all the vases, take Journal #1, 

and get the Thunder Orb from the 
statue on the east wall (9). Youcan 
also find a trick treasure box in the - 
recess near the north end of the hall- 

way. Open the chest with the follow- 

ing : solution: | 


i. 


jie 
| NANAMAGAR! 


Take the tos Ladder, and roy 
: climb the stairs at the north end of 


Be lidipared “ an siakeaale pie two 
~ hunchback ninjas. Be sure to antl 
the chest at the base of the stairs (6) | 
_ and take the Under Temple Map. 
A third hunchback ninja jumps on- | 
screen when, vey try toclimbthe =| 


Take the Magic Jewel from the box 
in the southeast ¢ corner bowl a. igs 


Chant the name of a. 
clan that has been 
subverted by the demons. 


Take on sir s ‘Note in the 
statue (7) and go through the door 
against the north wall. 


Tien to use your new power sr (2) pe 
slash the samurai zombies. You face 
another wave of demons in (4) and 


Take the orth route e (I). Don't worry 
about killing the two hunchback nin- 
jas that you encounter—you can 


only drive them away. After the bat- 
tle, you get the Instructions and a 


gauntlet that gives you the power to_ 


kill demons. 
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two more hunchback ninjas in (5). 
Once you descend into the cave at 

the north end of (5), you cannot re- 
turn to the Nanamagari area. 


Take the Seiryu from the cabinet at 
the east end of the passage (8) and 


the Fluorite on the floor nearby. 
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You can also find a locked chest (the 
solution is in the screen above) near 
the Magic Mirror. Take the Power 
Jewel. 


Defeat the ogres, Sand then ‘te THE sy: 
‘South Area Map from the chest in 


the northeast corner (I). 


“that is with hit-n-run tactics. The 
_ boss does have a few telltale attacks 
that leave him wide open to attack. 


For example, when he turns bright 
red, he’s about to charge. Stand away 
from the boss near a wall, wait for 
him to charge, and then move out 
of the way. The boss should hit the 

_wall and stop moving, and that’s your 

chance to get some slashes in before 
her resumes : ignting 


ele tn i —— ge a — ie ai 


TO UNDER TEMPLE 


Which is the equipment 
that was created by the 
clan of Ogres in order to 
destroy the demons? 


A second locked chest (14) is located 
near the Magic Mirror. Unlock the 
chest and take the Power Jewel. 


constantly respawn. As for the big — 
monster in the northwest corner, 
use a magic attack to knock him to 
the ground, and then deliver a fatal 
death stab. Forget about the gate at 
the north end of the courtyard— 
you can't open it. Instead, go through 


_ After the battle, immediately activate 
the door in the northwest corner. 


your gauntlet and absorb the various 

~ energies that are freed from the de- 

———_— ——! __feated boss. You can also find Jour- 

You can also smash the nearby crate _ nal #2 against the east wall near the 
and find Medicine. Enhance your south end of the msn 

weapon with any soul energy that you — 

have stocked, and then go through the | 

_ door against the south wall. 


After you defeat the 
that are menacing thi 
(13), search the grounc 
man’s feet and take the 


in the passageway. 
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You can find oie Fluorite in dies 
southeast corner ( se of the first bend 


In the last room of this area (17), 
you're introduced to a new tentacle 
monster. This one is easy to defeat— 
just use a magic attack—but you'll 
encounter more of these later in the 
game. After the battle, take the Fire 
Orb from the southeast corner of 
the room. 


hake the chant dauble-doots 


back in the courtyard (12)? That's 
- your destination. During your trip, 


you meet a new monster, soul ab- 
sorber (15). These flying blobs absorb 


_ freed energy and release it when they 
are killed. However, if you let these 

__ things hang around for too long, they'll 
_ disappear along with any energy that 
= they are holding. 
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TO DARK REALM 
UNDERGROUND 


Pind 
» 


FROM SOUTH AREA 


Encdr (20) and ‘tales he Now@inal 
- Arrows, then go into the room to 
the east (21) and take Journal #3. 


In the first room (18) of this area is, . 
a new monster, an animated suit of 
samurai armor. You can easily dispatch 
this foe with a well-timed magic attack, 
ae then Sieh | it af eh a sien —e 


. Go through (22) and into (23). For- 
J get about the door along the north — 
wall for now and go through the door 
along the east wall. 


In the northern-most room along 
the west wall (19) is the Keep Map, 
Magic Mirror, and a well where you 
can replenish magic powers. 


Z 


st by _ 


ie ee ae ) 


: go through the door ana she 
~ South Wal. 


(26), go chrbugh the door along the 
south wall. You are now on the bal- _ 
| -cony (27) of the | room below (18). 
Use the bow and arrows to ee the | 


Don't go up the stairs yet. ‘Instead, 


| Defeat the m monsters -s (28) and go 
epheue the goor o on the north wall. 


Take aie ‘Guake (25), pac nae not. 
cut the rope dangling down the well. 
You can also find a trick treasure 
box; solve the puzzle, and you get 
the Bow. 


Smash the boxes (29) and take the 
Normal Arrows. You can also find 
pore Fluorite. Climb the stairs. 


———— 


Note: To solve all I puzzles of this ope read 


left to right. 


You’ can pied de Bayakko anda a chest 

(30) with more Normal Arrows. — 
Also, be sure to use the Magic Mirror 
because there's an annoying challenge 
coming up. Go through the door along, 
“the south wall. 
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Here’s the solution: 


Inside the next room (32), equip 5 En 
__ ryuu and execute a magic attack to 

- light all the candles i in the room. Go 

; through Hie a or on the north wall. 


After successfully solving the puzzle, 
exit the room through the door along 


A name 


Ses 
eee 


= Pull the tab on the wall in:the north- = 
West corner of the room (35), and — 
. then ascend the staircase. 


Go ae de adder at tha east end 
_ (36) of the cate hallway. _ 


aeeginenree 
pet ES Re 


ae should pull the lever that's 
closest to > the closed ete, 


Descend the ladder at the west end 
of the hallway (37). Open the chest 
at the south end (38), take the Power 
Jewel, and then unlatch the door 
against the south wall near the east 
__ wall. Take the Right Crest Piece 

_ from the chest in the southeast cor- 
ner and the Red Book from off 
the table. 


ceeeegens = 


a: the: east wall” 


must moves the blocks so that the two” 
: — shapes are ~~ on the 
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— room (46) through the door along 
the east wall, and then go through 
the door along the north wall in the 
next room (47). : 


to take the Normal Arrows from 
the chest that’s located to the north 
of the staircase. Go up the stairs. 


in the southeast corner to the floor 
below. 


Equip each sword to open the corre-_ a 
sponding seal (48), and then descend 
the staircase. 


Forget about the door that’s at the 
end of the catwalk (42)—you can’t _ 
open it yet. Instead, go through the | 
double-doors. 


Oper the chest (39) and cabs ie 
Left Crest Piece. Be sure to slash 


Take the two elanaes (43), open the | 
chest in the southeast corner, an take 
the Medicine. Also, be sure to suck 
up as many spirits as possible from the 
gauntlet hidden behind the shade i in 

the northwest corner. Be sure to use ~ 
the Magic Mirror in the northeast cor- ; 
ner to save your game—there’s a bo 
battle coming up. Climb the ladder. 


WIND ORB 


pe wath, and be oreparet to fight 
__ more tentacle monsters that you 
encountered near the beginning of 
the game. You can also find the 


Once you enter the room (45), you're is _ Green Book, Orange Book, and 
automatically taken back to (21). How-  Byakko here. 

ever, there are some Burst Pellets 
in (45), so be sure to backtrack to 
that room before you proceed any 
further. After you retrieve the items, 
return to (21). 


Time for a Heelton battle (44). Switch 
to the Enryuu and hit the boss with 
two magic attacks in quick succession. 
This should inflict damage and shave 
- off life and magic energy that you 
should quickly absorb. — 


Backtrack to (36) and use the Left 
and Right Crest Pieces to open the 
locked door. 


The next hallway (51) has more ten- 
tacle monsters. Exit this hall through — 
the door at the north end. Take the 
Purifier Bell from the chest at the 
‘s ek __.} north end of the room (52)—how- 
From (21), go to (18), and then go ever, you trigger a trap by doing so. 
through the door in the southwest Loe 
corner along the west wall. Exit the 


Take the Seiryu (40) and the Fluo- 
rite. In the next room (41), take the © 
Suzaku and be prepared for the 
sneak attack that hits when you're 


Then switch to the Raizan and rapidly 
tap A to start poking. When the at- 
tack connects, the boss will block... 


but he’ll still take some ¢ 
release valuable energy. 
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Your seacienon is ibe dele: doors 
that you were instructed to avoid 
earlier (54). Use the Blue Key to 
open the doors. Time to switch 
characters. 


KAEDE'S TURN 


(20). After taking the Red Key, stop 
at (19), save your game, and then 
head out to the courtyard (12). Exit 


Use the Red Key to open the door 
_ along the west wall (13). 


Return to the door blocked by souls 
(49) and use the Purifier Bell to 


make the spirits disperse. Go through _ Enter. (56), take the White Book, 


The best way to pass the pendulums 


is to hug the wall and then run past the door. and then open the chest and take the 
them when the pendulum swings 


away from you. There are a total of 
three ——s scale 


Herb. Return to (55) and open the 
door along the north wall. 


Be careful in this long hallway (54) 
because animated samurai armor 


Ss hi ie likes to crash into the area. You can Once inside (57), take the Fluo- 2 
From (51), go through the door find a Fluorite against the far east rite from the iron maiden, and ; 3 
along the west wall. Take the Keep wall. Forget about the double-doors _ then collect the Byakko and - 7 | 
Underground Map and slash the along the south wall. Go through the = Apocalypse #1 book. You can | 


rope against the west wall (53) so. 
that the weight falls on the scale a1 
brings up the Rosary of Commu- 
nication. Take the rosary and exit 
the room. 


mock along: the north wall instead. 


also find the Blue Key inside 
1 trick treasure box. Open 
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Enter the room that you just opened 
and take the Fluorite, Byakko, and 
Silver Plate. Return to (65) and go 


Here's an easy time puzzle (67). Stand 

by the pull knob and pull it when the 
| _ flame closest to you stops burning. 
FROM SOUTH AREA > When it does, pull the knob and then 
run to the door (be sure to wait for 
any flames to stop erupting). Once 
inside the small room on the other 
side, smash the crates, and take the 
Herb and the Gold Plate. To exit 
the room, pull the pull knob. 


Lr - = 
a 
iI . 
tS OW UR ONM 


zombie samurai with bows perched 
on the ledge above you. Dispatch the 
zombie, then climb the ladder against — 
the north wall and take care of the - 
two snipers. 


Which is a mysterious 
place where the clan 
of Ogres meet? 


| 
: 
| You got the Fluorite. 


: Ki 


Cli 


sllleaiccanesiitmt, - re A : Sa iE 
mb the ladder and go through the 
door along the north wall. Descend 
the ladder (64), open the chest, and | 


Take the Herb from the chest (59), 
and then get the Fluorite that’s 
against the west wall. 


=== x = Eee, ee take the West Area Map. Exit the Recuin to the area where you found 

WH — 3 se  } sroom through the door along the the Gear (63) and open the locked 
After dispatching the two snipers, south wall. chest. Take the Magic Jewel. 
backtrack to the human below and ———_ OOO. OO ee OOOO 


take the Soul Absorber that he 


You can 
the next passageway located to the 


hava” 


north (60). Mec Rae tel : = sd 
— = Go down th (65)— Use the Gold and Silver 


SSSR RAD ES £5 Se 


BS 
| 


be wary of zombie samurai—and 
Ae he . | go through the north door. You can 
Exit (61) through the northern-most _ find an Herb (66) immediately when 
door along the west wall. Follow the —_- you enter the room, along with the 
path (62), take the Kunai, and go Suzaku and Journal #5. Examine 


= 


Plate to open the 
door along the 
west wall. 


2 sat a 


through the door at the end of the the case along the east wall, put the 
path. Take the Gear (63), and then Gear in the trick shelf, and then pull 
backtrack to the courtyard where the lever. 


L J 
When you enter (61), take care of _ snipers (61). 
the samurai zombie that’s attacking | 


the human, but be careful of the two 


you took out the zombie-archer 
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south entrance and block. Your dop- 
pelganger attacks with a few slashes 
and then launches purple fire. 


pan entering the soured: you 
are introduced to a new monster— 
2a i j crabs. Remember when you were 
When you block the fire, it is deflected playing as Kaede and you saw a door 
and turns into magic energy. Collect | with a red seal (64)? That’s your 
this magic energy and wait until you —_ destination. 
have enough for a magic attack. When a 
the time’s right, unleash the attack, 
block, and d repeat the pattern 


Once inside (68), take the Fluorite = Although this new monster appears 
and ascend the stairs. At the top (69) tough to defeat, he’s rather easy to 
are a small room and a trick treasure _ topple. 

box. Open the box and take the Sa- 
cred Knife. 


ter Re ee RRO Cem 


door with the hae seal in (60). Whe 
you reach (64), go through the door 
along the north wall. 


a Z the fi fight, go ike) de smh nd 
dof the passage (74) and take the 


: Evil Plate from the chest and the 
Wooden Ladder from the crate. 
Use the ladder to ascend to the 


floor above you. You’re now back 
at me 


Just remember to limit your slashes to 
four at the most per attack— after 
the fourth slash, the monster usually 
turns invisible and then reappears in 
a different location. 


aide heaceai or 


_ In the next area (76), open the chest, 
_ take the Medicine, and then slash 

_ the rope so the catapult rolls down- 
hill and flattens the zombies below. 

_ Collect the Fluorite, but before you 

| ur. : _} go through the door along the east 
Now that you have the Evil Plate, wall, be sure your magic reserves are 
head to (23) and put the plate in the | completely full. 
door. Go through the door. hae = 


Slash the vines we go chebugh the 

_ door along the south wall (70). In the 

next room (71), go over to the jail 
cell on the south end of the room. 


Now you're back as Samanosuke (72). 
Take the Medicine from the chest, 

and use the Magic Mirror (if need be). 
= to the north end of the passage. 


a in die next area (77) 2 are several scsi 
Aside aes an sxcellont cinema, , ener: The key to survival is to get as 
isn’t much you can do in this room —_—‘ many of them bunched together as 


He). (See Dark Realm Map on ‘the possible, and then unleash a magic at- 
_tack. When one weapon is drained, 
t ow the court- switch to another. Whatever you do, 
yard ep in the one — don’t let the monsters corner you— 
wake if that happens, you may as well reset 
the game and start from your last 


saved game. 


tle t ie... ae see easy to survive 
3). vm position yourself 
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You’re now in the East Area (79). 
Head over to the door along the 


After suceesniie defentine rie mon-_ 
sters, take the Decorated Sword, © 
Bullets, and Statue Head. 


the next area (80), go straight until 
you reach the (apparent) dead end. 


Head back to the blue-sealed door 
(60) and go inside the room. 


| iw 
Launch an arrow at the rope on the 
other side of the water, and a bridge 
should drop. Go across the bridge, 
take the Bullets, slash the far south 
wall, and take the Talisman. 


Absorb the soul energy (72), take the 
Vision Staff and Genbu, and then 
put the Statue Head on the statue 
in the southeast corner of the room. 
Go behind the giant “Statue of the 
West” and take the Matchlock. Your 
destination is now the courtyard (12). 
When you arrive, put the Deco- 
rated Sword on the door along 
the east wall. 


wall, take Journal #6, and then go 
through the door. In the next area 


GAMEPRO MAY 2001 


south wall down the east passage. In — 
: Once inside (83), take the Bullets 


north wall. 


Go through the door along the east 


(81), go through the door at the east 
end of the hall. Take the Bullets (82) 
and Genbu, slash the north wall, and 
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take the East Area Map. Return to 
(81) and go through the door along 
the north wall. 


Forget about the door dione the. west 
wall (85)—you can’t open it. Instead, 

go through the door to the east. In 

the next area (86) are two monsters 
that Kaede fought earlier and soul 
energy that can be absorbed. 


from inside the chest, and then climb 
the staircase. Run up the ramp and 
take the Magic Jewel from the chest 
next to the staircase at the i Climb 
the ace: 


Go nou (87), om when you a 
(88), defeat the two monsters. Don’t _ 
destroy the wooden bridge. Instead, 
look for the small recess behind the _ 
waterfall and open the trick treasure 


You have several hunchback INES 
(84) to deal with. Once they’re de- 


_ feated, take the Soul Absorber, box. 


Power Jewel, and Fluorite. De- 
scend the tower. Once at the bot- 
tom, go through the door along the 


— eee ee a eee a es ee a ot ee ee 


j Take the Great Armor, equip it, 
and'then go through the door along 
the north wall. 


Absorb the Male Enerey (89), and 

a hen open the chest and take the 

e. Before you go any further, 

life and magic reserves 
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are fully stocked. Descend the stairs, | 
take the Fluorite, and then travel to a 
the turret via se near boat. ae 


| de chest (100). Climb the ladder, and 
_ then ne the trick treasure box (101). 


Go through the door along the 
north wall. 


You can also use magic attacks from 
the other weapons if she hovers low 
enough after she’s stunned. 


When you reach your destination 
(90), go through the door along the 
~ north wall. Once inside (91), take 
the Great Bow that’s hanging on 
the north wall. 


Take the Desevanet Areaie Once 
you take the item, however, a hunch- 

back ninja drops into the room. De- 
| scend the ladder and go xn. eg 


Go down the L-shaped hall 
and through the door ot 
wall. In the next room (95), tak 
eh. (Plermal a the 


fore you go to the final b: 
. should. bes sure that nyo ‘ve raide 


—< oa 


“Anside (102), go behind the Bishamon a 
statue and swap the Decor. ated Ar- 
row for the Great. Arro a the 
Green Key from the chest in 
of the statue. Return to (96) ant ise 
the Green Key to oe the door a 
site the west wall. ee 


When you reach the next room (96), 
: Lee the vases and take the Kunai 


| sage and tough the door along the 
east wall. aS 


__ The other piece of unfinished busi- 
ness is the two Dark Realms (106), 
-| (see Dark Realm Map on the last 
page of this ProStrategy Guide) 
which are located in the West Area 
(105) and Keep (19). Each Dark. 
Realm area has 20 floors, and each 
ne has tougher monsters than the 
a . aa Sa _ last. Life energy is in short Supe | we 
: Descend the ladder i in (103) and take these stages, too. So why “i 
me boat at (104) to the turret hl venture to these very challenges 
; ]_ levels? Easy —free stuff. However, 
the lineup of collectable items is dif- 
ferent for each set of floors, and 
- that set of items switches between 
the two at random. 


In the next room (93) is a Fluorite, 

Herb, and Apocalypse #2 book. 

Take the items, return to (92), and 

then go through the door at the end 
7 ee the east Paes You’ re now at 


At (97), climb the ladder, and, in the 
next room (98), break the boxes, 
and take the Fluorite and Genbu. 
: Descend the ladder and go through 
the door along the east wall. 


ne take the ia nal 


- puu when the queen is flying over- 
head, and, while she’s stunned, switch + 4 Fluor a 
to the Matchlock to give her a couple. | Medicine eS 
of shots with Burst Bullets. © | Soak Absorber 


‘th e end - the ga 
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° | Talisman 
° 3 Herbs 
e Bishamon Ocarina 


The other set of floors has these 
items: 


¢ | Medicine 

¢ | Soul Absorber 
¢ | Talisman 

* 3 Herbs 


When you're eal go to 10 (23) ar and 
enter (75). Once inside, use the 
Great Bow to launch the Great 
Arrow at the barrier. You can now 
enter the Dark Realm. | 


MARCELLUS 


Start the battle (107) by switching to 


the Enryuu sword and hitting Marcel-. 2 


lus with magic attacks until you use 

up all your magic, then switch to the 
lightning sword and continually poke 
at him until a magic attack connects. 
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After the first Shippuu magic attacks, 
Marcellus’s shield should break, which 
he promptly replaces with a second 
sword. At this point, the only time 
you should try and corner Marcellus 
is with Shippuu magic; otherwise, he'll 
inflict severe damage with sword 
combo attacks. 


If you’re out of magic, use hit-n-run 
tactics. 


When you successfully land a magic 
lightning attack, you should shave off 
magic and life energy. Keep up the 
pressure with lightning magic until it 
expires, then switch to the Shippuu. 


THE FINAL BATTLE, 
ol z 


thie fe) or along the south wall Take 
the Dark Realm Map. For those 
of you who braved the Dark Realm 
challenges, you can get an extra 
weapon. 


Play the Bishamon Ocarina at the gate 
along the east wall. When the gate 
opens, go inside the room and take 
the Bishamon Sword. You now have 
the most powerful sword in the game. 
Exit the room through the south door 
and descend the long spiral path (109). 
Take the two Medicines at the bot- 
tom of the path, and then go through 
the door at the south end of the 
short corridor. 


THE FINAL BATTLE, 
PART II 


The final battle takes place in a small 
room (110) that doesn’t leave much 

area for you to maneuver. Defeating 
this boss is a two-step process. 


~mon Sword, and keep hacking away 


at the beast with the A button until 


ONIMUSHA: WARLORDS 


its head rests on the ground. When 


that happens, equip any of the other 
swords and hit the demon in the head 
with magic attacks until his head rises, 
then switch back to the Bishamon 
Sword and repeat the pattern. Of 
course, during this time, your adver- 
sary is going to execute a few attacks 
of his own, but most of these have 
easy-to-spot telltale signs that let 
you know what's coming. If you have 
enough health items, you should be 
able to survive this battle with no 


trouble. 


The Swat: If you’re close to the de- 
mon, he’ll wave his hand in front of 


_ you to blow you back a few paces. 


He usually follows this up by stabbing : : | 
his hand at you, so be sure to block = 
both attacks. 


Shocker: When the demon summons 
several pinkish orbs that hover in the 
air, he’s getting ready to shock. If ) you 
are standing on the pink-colored ar- 
eas that appear on the ground, you'll 
take damage from an ensuing vertical 
lightning strike. You cannot block this 
attack—only avoid it. 


Fire: Another unblockable attack. The 
only way to avoid this is by running 
to the extreme opposite end of the 
room—from the demon—and wait 
for the attack to cease. (J 
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Win an exclusive %aamePro T-shirt! 
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He y can you take a few minutes to answer some questions for 
us? Please fill out the following survey and fax, e-mail, or mail it (or a 


copy) to GamePro by May 31, 2001. Or go to gamepro.com ig 9 
and enter online! You'll be entered in a contest to win the prizes listed. ® 


ry 
7 a 
=) 
@) 
> 
Y¢ ) 
0) 


City State eet : HOW TO ENTER Or fax it to: 


To be eligible to win, please 415/975-2609 
Zip Phone ( ) =e, mail your completed survey Or e-mail your survey tc 

(or a copy) to: letters@gamepro.com 
E- Nail = = » i a May Canis Survey (Please enter “May GamePro Survey” in the subject line.) 
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Hy fir Hendrix 


Note: This ProStrategy Guide assumes youre playing the game on the Medium difficulty setting. The guide doesn’t cover bonus levels because they involve mini-games, not actual missions with objectives. 


leneral Hogtighting Tips 


; 
Fr 


Fire from tanks is lethal, so stay high 


If you can’t locate a specific target, 


Charging up your secondary weapon 


— repeatedly tap A to cycle through all = and use bombs—if you're playing as can sometimes be the only effective 
If your target is scrambling all Over the targets that are currently active Nym—to clear them out. Zoom- attack against large ships or buildings. 
the place, use the right analog stick —_in the level. ing in and attacking with lasers is 


to position the arrow in the top cen- another helpful tactic. “ma, 


ter of your screen that tracks off- ie. 
screen targets. Then use the left ana- 
log stick to pull the target into view. 


If you’re taking heavy fire, escape b 


continuously boosting (press and When battling drop ships or other 
If firing at a fast moving target, make — old R2) and rolling your ship with large craft or structures, unload with 
sure you lead it out. In other words, the right analog stick. Ordering your both lasers and bombs simultane- 
aim at where the target will be when wingmen to cover you can also be ously, and, if circumstances permit, 


your fire arrives, not at where the very helpful. 


order your wingmen to lend a hand 
target currently is. 


by attacking your target. 


oa 


* ti mie e 

/ —— 

" w ee, 
4 a SS Sl 


When you battle distant targets, press a. £a7 “Ai 


and hold RI to zoom in and improve ff your craft gets turned upside down 
your aim. during planetary missions, press R3 


on the right analog stick to automati- 
cally re-orient your ship. 
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After you destroy the training droid 
in the second canyon and start chas- 
ing the holo fighters down the next 
narrow stretch, tap A to activate 
your auto targeting. This automati- 
cally targets the bonus mines and 
helps you complete one of the bonus 
goals. To keep targeting the bonus 
mines, you may need to keep tapping 
A until you take out the second holo 
fighter. 


end of the level (or if you have trou- 
ble with the waves of holo fighters 
earlier on), keep your distance — 
don’t get stuck trying to dogfight in 
close quarters. Fly to the other side 
of the canyon and target Essara from 
there, using RI to zoom in— it’s much 
easier to connect with your lasers 
from a distance. 


Mission 2: [he hoyal Escort 


To take out the Daggers in under a 
minute, unload with your missiles. 
But if you’re having trouble beating 

the mission and the Queen’s ship is 
being swarmed at the end, save your 
missiles for then instead. 


SE A ES 
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Beyond that, this mission is a shoot- 
ing gallery and speed is of the es- 
sence, so be efficient and blast away. 


Mission 3: 


Contract Infraction 


Similar to Mission 2, this mission has 
no real strategy—it’s a shooting fest. 
You take out targets faster if you tag 
them first using Vana’s secondary 
weapon, which will also help you 
achieve some of the bonus goals. 


Mission 4: Secrets on Los 


Before you do anything else, eliminate 
all six droid dispensers. To locate them, 
repeatedly tap A to cycle through all 
possible targets. 


i 


Next, return to the main building 
of the mining base (where the level 
opens) and blast all the miner droids. 
You can’t target them, but they’re pic- 
tured above, and they scurry along 
the ground in front of the building. 


Remember to take out any hunter- 
seekers or turret droids that catch 
your scent—their fire can be lethal 
if ignored. 


Lastly, it’s time to destroy the shield- 


generator pylons. In the sky, you’ll 
notice seven red beams descending 
to the ground. Each red beam leads 
to a pylon, so track them down and 
take them out. Beware of the turret 
droids that lurk around each pylon. 


Mission 5: Piracy Above Lok 


As soon as the level begins, target 
an armed freighter and boost toward 
it as quickly as possible. Ignore the 
Scarabs and unload with lasers and 
bombs until the armed freighter’s 
shields are down. 


Then target and destroy four freight- 
ers—not armed ones, just plain 
freighters. They’re trailing behind the 
convoy of armed freighters, and you 
can safely ignore the Scarabs wh 
eliminating them. 2 


Now focus on finishing the Scarabs, 
but keep an eye out for the missile 


freighter, which appears shortly. One 
of your wingmen warns you over the 
radio when it arrives. 


As soon as the missile freighter arrives, 
divert and focus on taking it out. 


When the missile freighter is down, 
immediately scramble after the two 
repair ships and obliterate them be- 
fore they dock with the disabled 
armed freighter. 


Finally, close out the mission by mop- 
ping up the remaining Scarabs and 
droid starfighters. 
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Quickly locate the pirate freighter, 
target it, and order your wingmen to 
defend your target. 


and starts to move out, look for the 
third and final drop ship to descend 
into view. Move out and blow it up. 


Rush back to the pirate freighter and 
clear out any tanks in the immediate 
vicinity. Your top priority for the re- 


mainder of the mission is keeping 
tanks off your freighter’s back. 


Then locate the two drop ships de- 
scending off in the distance, and peel 
off to attack them. Unload with lasers 


and bombs to take them both out 
before they can land. 


t 
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by 
Use any down time to take out bomb- 
ers and Scarabs in the area. Once 
your freighter reaches the cave, your 
work here is done. 


Once the drop ships are down, im- 
mediately locate and obliterate the 
TF recovery freighter. 


| 


Hurry back to the downed pirate 
freighter to provide cover while it’s 
being loaded. Target the tanks, but 
remember that their fire is lethal — 
if Nym yells “Fire alert!” it’s time to 
run like hell. Stay high and take out 
the tanks surrounding the pirate 
freighter with your bombs. 


As your fighter launches, immediately 
head up and to your left to take out 
the first two drop ships. 


GAMEP’ 


Target one drop ship and order your 
wingmen to attack that target; take 
out the other drop ship yourself. 


After the first one’s down, help your 
wingmen take out the other one. 
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Take out Scarab fighters for a bit un- 
til the Inferno turret is online. 


Ub =i 
As soon as the distress call for Jenkins 
is radioed in, your targeting switches 
to a wing of fighters outside the base. 
Streak over there and take out the 
entire wing—Jenkins’ survival is cru- 
cial to winning this level. 


Immediately after, you're told to take 
out the wing of approaching bomber— 
ignore them and locate the last two 

drop ships descending to the left of 

the bomber wing. Take out both drop 
ships before they land. 


www. 


Then rush back to base and mop 
any remaining bombers. By now, Jen- 
kins will have reached his ship, and 

lifted off to help you fight. Your focus 
is handling the tanks that flood the 

base while Jenkins covers the rest. 


The tanks approach through the gap 
in the walls of the crater, so keep an 
eye on that because the tanks attack 
in several waves. 


When the tanks are all wiped out, 
first help Jenkins mop up the bomb- 
ers, then tackle any remaining Scarabs. 
Keep an eye on the freighters to make 
sure they don’t take too much fire, 
but the mission should be wrapped 
up by now, 


In this mission, you face lethal cannon 
fire from the planet below. Cannon 
fire looks like a huge red laser beam 
(as pictured above), but it’s slow- 
moving and can be dodged. Learn 
to recognize the telltale sound of in- 
coming cannon fire—and bug out 
when you hear it. 
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When the mission begins, you face a 
wave of incoming Scarabs. Clear them 
out, then start firing at the satellites. 
Mines surround the satellites, so you 
may need to tackle the mines first. Also, 
there are four satellites total, so don’t 
take out the fourth one until you’ve 

completed the bonus objectives. 


ae PY vee 
Shortly, your targeting automatically 
switches to the two escaping freight- 
ers. Boost over and destroy them. 
Use a couple of missiles on each 
freighter to make sure they don’t get 
away, but save some missiles for later. 
Also, be careful of the rear side of 
the freighters——they drop mines as 
they go, which can be lethal. 


Once the freighters are toast, priori- 
tize the waves of Scarabs over taking 
out the satellites. As always, don’t 
forget to watch for that cannon fire. 


After you eliminate the third satellite, 
the armed freighter (listed in the 
bonus objectives as “SuperFreighter’’) 
appears. Break off and destroy it. 
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Then return to taking out Scarabs 
and droid starfighters. If you’re going 
for the bonus objective of taking out 
all the TF fighters, don’t blast the 
fourth satellite until you’re awarded 
the silver medal. 


Mission 9° 
The Crippling Blow 


You must locate several specific ground 
targets in this mission. Because this 

game has no map, remember you can 
cycle through all possible targets by 
repeatedly tapping A. It may take a 

while, but you should eventually find 

the one you need. 
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First target and destroy the Com- 
mand Center—if you don’t take it 
out quickly enough, the damn thing 
will actually fly off! 


The main threat in this mission is the 
TF factory turrets. Their fire is deadly, 
and you usually can’t win a head-on 
firefight. If you take fire from one 
turret, flee and approach it from be- 
hind—they can’t rotate a full 360 de- 
grees. If you see a blue light on the 
turret, you’re approaching it from be- 
hind; an orange light means you’re 
approaching from the front and are 
headed for trouble. 


STAR 


Once the command center is down, 
make your way through the remain- 
ing buildings on the objectives list. Be 
careful when approaching the build- 
ings—they generally have at least two 
turrets mounted on them. Hover at 
a distance, zoom in, and zap the tur- 
rets before targeting the buildings. If 
you take too much damage, just head 
off to a quiet area and do laps until 
your shields replenish. 


Use a charged secondary weapon 
(press and hold © until a glowing ball 
appears on Nym’s secondary weapon 
ammo indicator) to take down the 
buildings faster, but aim wisely— 
missing with these powerful bombs 
can be costly. 


Mission 10: 
The lew Resistance 


bl 


Here’s an important lesson in attack- 
ing freighters when flying as Vana: 
Her charged secondary weapon can 
take out a freighter’s shields with one 
shot—but you have to be close 
enough to see the whites of their eyes 
before firing, or you won’t connect. 
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When the action starts, target an 
armed freighter, and order your 
wingmen to attack your target. Then 
target a different armed freighter, 
boost in, and use a charged second- 
ary weapon to disable its shields so 
Reti can get to work. 


For much of the rest of this mission, 
your focus is dealing with the droid 
starfighters while your wingmen take 
down the freighters. 


When you have a free moment, help 
your wingmen with the freighters by 
wiping out their shields with a charged 
secondary, but—in general—your 
job is to clear out incoming fight- 
ers. When your wingmen destroy a 
freighter, quickly target another and 
order them to attack. 


Droids are easy kills, and speed is of 
essence in defending both yourself 
and your squad, so rip through them. 
Learn to recognize them visually: They 
travel in swarms, and sometimes you 
can destroy a bunch even if they 
aren't your current target. 


As soon as Nym tells you the escape 
pods are loose, scramble after them 
and take out all three. 


When the trio of missile freighters 
arrive, divert and make their destruc- 
tion your top priority. Sometimes 
they can kind of sneak in, but if you 
hear Vana say, “I see them, but | don’t 
recognize them,” that means the mis- 
sile freighters have arrived. Taking out 
these freighters is crucial, so order 
your wingmen to help. 


After you handle the missile freight- 
ers, you're caught in a huge swarm of 
droid starfighters and Scarabs. Wade 
through it. 


Use any free moments to deal with 
remaining armed freighters. Once 
Reti has the munitions and clears 
out, take out his freighter and the 
level is won. 
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and use the zoom button to snipe 
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Controlling your speed is the key to 
this mission. Boost through the quiet 
sections, but use your brake to kill 
your speed when you encounter en- 
emies. Try to park at a distance and 
then snipe. 


Then focus on rescuing the N-1| re- 
sistance escorts by taking out all the 
Scarabs swarming the canyon. Be- 
cause you're in tight quarters, it’s 
easier to attack the Scarabs if you 
keep some distance by flying to the 
deserted end of the canyon, then 
zooming in to snipe. 


That narrow stretch is flooded with 
tanks. Use the same speed-control/ 
sniping techniques to clear them 
out while making sure to stay ahead 
of Reti. 


Also, make sure that you stay ahead 
of Reti. If you fall behind him, he takes 
too much fire, and you lose. If you 
have to, skip some of the enemies— 
just fly past them— in order to stay 
ahead of Reti. 
The next canyon is just like the first 
one: Take out the drop ship, clear 
out the tanks, and continue on in 
front of Reti. 


When the Scarabs are all toast, jam 
through the next narrow stretch, 
which is lined with tanks, 


When the level begins, boost contin- 
ually through the first narrow stretch 
until you reach the first open canyon. 
Stand on the brakes and take out the 
STAPs at the mouth of the canyon. 


The next narrow stretch is very con- 
fining—sometimes you have to go 

very low or very high to pass through. 
Also, it’s loaded with turret mines, so 


The next canyon contains the resis- 
tance base. First clear out the tanks 
clustered where you emerge from 
the narrow stretch. 


eliminate those before they blow up 
you or Reti. 


ing off three missiles and laser fire, 
which should blow it up nicely. 


You emerge into a large canyon and a 
serious battle. First destroy the five 
AMTs scattered on the canyon floor. 


itiBinaniae 


to stand on your brakes 


Continue 
away at the tanks lining the canyon. If 
Reti catches up to you before the 
tanks are all cleared, forget the tanks 
and move ahead of Reti down the 
next narrow stretch. 


Scarabs, and battle droids—in that 
"Dr priority order—until Reti lands at 
the base. 


WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


STAR 


WARS STARFIGHTER 


As you emerge into the bay, prepare 
for a big firefight as you defend the 
rescue boats. Prioritize the turret 
droids as they’re the most deadly, 
but also mop up the patrol boats 

and STAPs. 


to the shield that blocks the exit to 
the bay. 


As soon as the rescue boats tell you 
they're heading down the valley, move 
out of the bay and take out the turret 
droids that cover the valley walls. Keep 
your distance and snipe—up close, 
the turrets’ fire is murderous. 


WHA, 
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the drop ship and destroy it before 
it lands. 
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Then take out droid starfighters and 
patrol boats until the bombers ap- 

pear. When they do, they’re your pri- 
ority. Once the waves of bombers 

are down, just mop up until the mis- 
sion is completed. 


Your priority as this mission begins 
is taking out the HAGs. There are 

six total, but only three of them are 
close to the resistance base at first. 

Eliminate them—and any supporting 
tanks ——ASAP. A charged secondary 
weapon kills a HAG in one shot. 


Don't delay long before heading after 
the other three HAGs, but first make 
sure the base isn’t in any imminent 
danger from tanks or other enemies. 


You face a lot of tanks in this level — 
remember to stay high to avoid their 
fire and take them out with bombs. 
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When bombers or drop ships appear, 
pursue them as long as the base looks 
Okay. 


Beyond that, the general tactic for this 
mission is to make sure that a buffer 

area exists between the base and on- 
coming forces. You face huge quanti- 

ties of enemies—this mission takes 

over 10 minutes to beat—so con- 

centrate on the ones closest to the 

base and don’t get distracted chasing 
down distant enemies. If you’re tak- 

ing too much damage from one en- 
emy, just bug out and circle behind 

them to attack again. 


receiver stations (14 total) 


Then help mop up the droid star- 
fighters until the mercenary leader 
appears. 


When the merc leader appears, order 
your wingmen to attack him, then 
pound on him yourself. 


Once you get the merc leader down 
to one notch left on his shields, you 


missile banks 


Immediately order your wingmen to cover you, then scramble after the 14 


receiver stations positioned around the top of the droid control station 
(DCS). Don’t use targeting to locate the receiver stations because it takes 
too long. Learn to identify the stations visually and use the map above to find 


them. Also, keep your distance from the missile bank marked on the map— 


if you venture too close, its missile fire will kill you. To take out the receiver 


stations near the missile bank, park at a distance, zoom in, and snipe. (Note: 
Mission |4 continues at the top of the fouth column of this page.) 
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can’t hurt him anymore until later on. 
It’s important to conserve as many 
missiles as possible for that final bat- 
tle, so use only a couple and rely on 
your lasers. 


Be very wary of the merc leader's mis- 
siles. They respond to quick move- 
ments, so the best tactic when you 
see incoming missiles is to stand on 
the brakes and swerve to one side. 
Usually, you should see the missiles 
explode right in front of you, but you 
take very minimal damage. 


Shortly, the shields on one of the 
DCS’s hangars goes down, and the 
merc leader flies into the hangar. 

Don't follow him right away because 
the shields snap shut after you. First, 
locate the two droid starfighters on 

the hangar floor, then take them out 


ica 


Pe = 
Fly into the hangar, but ignore the 
merc leader. In the back of the hangar 
are two ceiling turrets—destroy 
them ASAP. 


a 
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in the DCS. Remember to brake hard 


and swerve to avoid damage from his__ 


missiles. 


GAMEPRO MAY 200! 


Again, don’t follow the merc leader 
right away. Instead, take a breather 
to let your shields recharge (just do 
laps) and take out the assembly crane 
in this first hangar. 


When you’re ready, enter the second 
hangar—the door between the two 
hangars closes, but don’t worry about 
that. There are two more ceiling tur- 
rets and another assembly crane to 
eliminate. Because you lingered in the 
first hangar, the merc leader has prob- 
ably moved onto the third hangar by 
now. If not, hammer on him until he 
does. 
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Follow the merc leader into the third 
hangar—if you're facing away from 
the door to the first hangar, you’ll no- 
tice two tubes at the top of the ceil- 
ing across the hangar. One has tracks 
going into it, one doesn’t—fly into 
the one without tracks. 


Prepare for some obstacles as you fly 


——% S _ through the tube. 
Then pound on the merc leader until = 
he flees into the second hangar deeper 


j ee y . if 
k~—s = conc at 
Fema. le 


WARS STARFIGHTER 


As you emerge into the third hangar, 
note the huge glowing yellow wall on 
your right. That's the shield genera- 
tor that you need to take out later. 


to the third hangar at top speed. 
Along the way, your shields fail, so 
don’t bump the walls. You're also 
given a target: the yellow shield gen- 
erator you saw last time. 


Then do your best to survive, return- 
ing the merc’s fire until he flees back 
to the second hangar. Destroy any 
droid starfighters on the floor of the 
hangar whose fire is annoying you. 
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As you emerge into the third hangar, 
take note of the glowing blue shield 
directly across from you. When you 
blast the shield generator, the blue 
shield disappears and you exit the 
DCS through that opening. 
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Trail the merc leader back to the 
second hangar via the same tube. 
When you find him there, it’s time 
for the final showdown. 


Obliterate the shield generator 
a few bursts from your lasers. 


— 
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Unload with everything you have. It’s 
best to shoot missiles when you're as 
close as possible. 


x tal tty 


In classic Star Wars tradition, the DCS 
is about to blow! Hightail it out through 
that opening and on to victory! 


a 


Mercenary Leader pe 


Use the zoom to aim your lasers — 
his ship is narrow and spins, so it’s 
easy to miss. The glow of his engines 
is a good aiming point. 
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THE WORLD’S LARGEST MIULTIPLATFORM GAMING MAGAZINE 


GAMEPRO RATINGS REVIEW 


Dear GamePros, 


Put down your controllers for a minute and think about everyone you know 
who plays video games. Quite a few people, right? Adults, teenagers, kids, 
girls—maybe even your grandma! You can see that the audience for games is 
growing. And with new systems such as the Xbox, GameCube, PlayStation 2, 
and Game Boy Advance poised to push electronic entertainment into the strat- 
osphere, the audience will continue to grow in the years to come. GamePro 
and GamePro.com are here to help all gamers determine what games are 
appropriate in this ever-expanding marketplace, along with the ESRB ratings 
on game packages that are always a handy way to judge game content. There’s 
a brave new world of gaming in the future, and making the proper choices 
will keep that future bright. 


Sincerely, 


Wes Nihei, Editor-in-Chief 
GamePro magazine 


ESRB RATINGS REVIEW 


The interactive electronic entertainment industry adheres to a voluntary rating 
system developed by the Entertainment Software Rating Board (ESRB) so con- 
sumers know what to expect before buying a video or PC game. Each game 
reviewed in GamePro includes the ESRB’s rating, which indicates the gamer’s 
recommended age level. Following is a quick key to the most common ratings; 
for complete descriptions, check out the ESRB’s Web site at www.esrb.org 
or call 800/771-3772 for more information. 


Games rated MATURE are appropriate for older gamers, generally |7 
and up. Mature-rated games may contain more intense depictions of 


violence, stronger language, and, on rare occasions, sexual themes. 


Gory fighting games and horror adventure titles are the most common 
Mature-rated products. 


Games rated TEEN are suitable for ages I3 and up. These games could 
have violent content, strong language, and/or suggestive themes. Most 


one-on-one fighting games earn a Teen rating as do many outer-space 


shooting games. 


Alauiils ~Games rated EVERYONE are fine for ages six and up. They may contain 
minimal violence, comic mischief, and/or perhaps some mild language. 


cone aa Most racing, puzzle, platform, and sports games fall into this category. 


Some of the season’s most anticipated games haven't been rated yet, 


which means the words RATING PENDING may appear in ads or early 


ae reviews of these products. When these games are released, look for 
the actual ESRB rating icon on the game's package or check the ESRB’s 
Web site for updated rating information. 


WHERE TO FIND THE RATING 


BY AIR HENDRIX 
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Below is a list of games reviewed in the May issue of GamePro along 
with each game's ESRB rating: 
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Note: Ratings on reviewed games are subject to change without notice. 


Dreamcast 


Phantasy Star Online 


Extra Costumes and Hidden Artwork 
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[character CREATION 
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Extra Costumes: At the Character Select screen, choose any character type. 
At the Character Creation screen, select Character Name. At the Character 
Name screen, enter any of the following names according to the character 


type you chose. If you entered the code correctly, two extra costumes will be 
available in the costume menu. 


Top Gear Dare Devil 


Alternate Paint Job and Enable Motion Blur si ig eer 
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Alternate Paint Job: At the Main Menu, press Down, (|, Down, RI, Right 
Right, Up, Left, O, O, L2, LI. If you entered the code correctly, your car 
will have an alternate paint ant when you start a game. 
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Enable Motion Blur: At the Main Menu, press Up, Left, O, Down, Right, 
LJ, Up, Down, Left, Right, ©, CJ. If you entered the code correctly, Motion 
Blur will appear in the Options menu. Highlight “Motion Blur” and use the 
directional pad to increase the blurring. Press X to activate it. 
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Hidden Artwork: Insert the game disc into the CD- ROM drive of your com- 
puter. When the disc icon appears on your desktop, choose it, and then open 
the folder entitled Extra to find hidden artwork from Phantasy Star Onlin 


Branden Hutchins—Cerritos, CA 
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era 2 Dreamcast 


Rayman 2 Revolution Tomb Raider Chronicles 


Bonus Levels and 7 Menu Skip Levels and Special Features 
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ENGLESH 


YRONGOKS 
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CHRON ICLge 


= DEUTSCH 


Nise Gare 
Load Gane 
Options 


RAIMANIAN 


BONUS LEVELS MENU «a . Aa , Aa, Skip to Level 2: At the main menu, simultaneously press and hold L and 
a | : aft r R, and then press and hold Up. Hold all three buttons until Level 2 loads. 


GLOb DISK Skip to Level 3: At the main menu, simultaneously press and hold L and 


R, and then press and hold Left. Hold all three buttons until Level 3 loads. 


} 1 


MESSLLE DOGFIGHT é /} ONS < a , Skip to Level 4: At the main menu, simultaneously press and hold L and 
ane aes : f sR, and then press and hold Right. Hold all three buttons until Level 4 loads. 


Bonus Levels: At the main menu, select Options. At the Options menu, select | Tiygx-TMX 


BABY SOCCER 


Srashiss 


Batten 


Streets ba - 


Language, and then choose Voices. At the Voices menu, highlight “Raymanian.” bane Time ee FA) ooo 
Simultaneously press and hold LI and RI, and then press L2, R2, stics rose) van > an 


L2, R2, L2, R2. If you entered the code correctly, the Bonus Levels menu will Health Packs Vsed 0 
: Secrets Found 


@ VALS rare 
@ LEAVE 


ye 


Special FEM PECS See 


Storvoards Part 1 
Scenery Gallery 


Part M4 


Mystic Volume 
SFX, Volume 
q Control Method Metal 2 
© Awbdio setting Stereo 


Stor HODAT Ns 


Lara Gallery 


Special Features 


foLL Lie: IO 4 
sealoe —— ") Special Features: Pause the game and select Inventory. At the Inventory 

rca 8 Jee j; screen, select the Timex-TMX. At the Statistics screen, press and hold Y 

Re ue SF) until Secrets Found reads 36/36. Quit the game, and, at the main menu, select 
svi do 91h oo : | Options. If you entered the code correctly, Special Features will now be avail- 
acsounn saor = — able in the Options menu. 


eee 
eee 
ee eS 


RLAOUND SHOT OFF KENEMLES acne Ae 


oar = PlayStation 2/DVD Player (v0) 
= 


Sound Menu, Panes Genulieanouel press lana hold LI ane RI, Toy Story 2 
and then press L2, R2, L2, R2, L2, R2. If you entered the code correctly, 
a Menu Cheat will appear. Highlight a cheat and press X to activate it. 


AUS ATR LORD 


Hidden Animation Daily 


Dreamcast 
JESSTE’S SONG 
TWTRODUCTION 
STORYEOOARD TO FTL™ 


Seaman 


Hidden Message CAUTI 0 N 


Insert the game disc into a CD player to hear a 
hidden message from Seaman. 


Richard Acevedo—Haverhill, MA 


On disc 3, Supplemental Features, select Toy Story 2 at the Supplemental 
Material screen. At the Supplemental Material menu, select Story. At the Story 
screen, select Jessie’s Song. At the Jessie's Song screen, press Left. A question 
mark will appear on the left side of the screen. Press X to view the hidden 

animated scene from Toy Story 2. 


SEAMAN 
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Nintendo 64 
Forsaken 64 


Gore Mode, Infinite Primary Gun Ammo, and More 


Gore Mode: At the title screen, press Z, Down, top-C, left-C, left-C, 
left-C, left-C, bottom-C. If you entered the code correctly, “Gore Mode 
On” will appear on the screen. 


Infinite Primary Gun Ammo: At the title screen, press A, R, Z, Right, 
top-C, right-C, bottom-C, bottom-C. If you entered the code correctly, 
“Infinite Primary On” will appear on the screen. 


One Shot Kills Enemy: At the title screen, press B, B, B, L, R, Left, Down, 


Down. If you entered the code correctly, “One Shot Enemies On” will appear 
on the screen. 


Psychedelic Mode: At the title screen, press A, R, Left, Right, Down, 
top-C, left-C, bottom-C. If you entered the code correctly, “Psychedelic 
On” will appear on the screen. 


Unlimited Nitro: At the title screen, press B, B, R, Up, Left, Down, top-C, 


left-C. If you entered the code correctly, “Turbo Crazy On” will appear on 
the screen. 


Wire Frame Mode: At the title screen, press L, L, R, Z, Left, Right, top-C, 


right-C. If you entered the code correctly, “Wire Frame On” will appear on 
the screen. 


agus 


PlayStation 
Mega Man X° 


Unlock X-Buster’s Super Nova Armor 
And Zero’s Black Armor 


Unlock X-Buster’s Super Nova Armor: At the Player Select screen, highlight 
“X-Buster,’ then press Up, Up, Down, Down, Down, Down, Down, 
Down, Down, Down, Down. If you entered the code correctly, you will 
hear a sound. Press X to start a game. X-Buster will now be wearing his 

Super Nova Armor. 


Unlock Zero’s Black Armor: At the Player Select screen, highlight “Z-Saber,” 
then press Down, Down, Up, Up, Up, Up, Up, Up, Up, Up, Up. If you 


entered the code correctly, you will hear a sound. Press X to start a game. 
Zero will now be wearing his Black Armor. 
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Pause the game and enter any of the following codes to activate these cheats. 
lf you enter a code correctly, the screen will shake. 


Add $5000 to Current Skater: Press and hold LI, and then press x, 
Down, Left, Right, Down, Left, Right. 


Any Level Available: Press and hold LI, and then press Up, A, Right, 
Up, Down, A, Right, Up, Left, (J, (1, Up, O, ©, Up, Right. 


Clear Whole Game With Current Skater: Press and hold LI, and then 
press O, Left, Up, Right, ©, Left, Up, Right, x, ©, Left, Up, Right, 
O, Left, Up, Right. 


Disco Lights: Press and hold LI, and then press Down, Up, [1], ©, 
Up, Left, Up, x 


Double Moon Physics: Press and hold LI, and then press Left, Up, 
Left, Up, Down, Up, U1, A, Left, Up, Left, Up, Down, Up, LU), A. 


End Competition With $10,000: Press and hold LI, and then press (1, 
O, Right, 1, O, Right, 5, O, Right. 


Get All Gaps and Unlock Private Carrera: Press and hold LI, and 
then press Down, Up, Left, Left, O, Left, Up, A, A, Up, Right, 
Cj, J, Up, x 


Mirror Level: Press and hold LI, and then press Up, Down, Left, 
Right, A, x, CL, O, Up, Down, Left, Right, A, x, Down, O. 


Moon Physics: Press and hold L|, and then press x, (1, Left, Up, 
Down, Up, U1, A 


gee Balance: — and hold LI, and then press Right, ue Left, 
LJ, Right, Up, U, 


Slo-Nic Mode: Press and hold LI, and then press ©, Up, A, U, x, 
AS. 


Wire-Frame Mode: Press and hold LI, and then press Down, ©, Right, 
Se a ae ae 


PlayStation 


Razor Freestyle Scooter 


Unlock All Characters and Levels 


VigWGDALS. 
RESTART LEVEL 
Eno Aun 
QUIT GAME 


Pause the game, then press Right, Down, Right, Left, Right, Up, Right, 
Right. If you entered the code correctly, you will hear timpani drums, and all 
characters and levels will be available when you start a new game. 
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Dreamcast 


Sega Smash Pack Volume 1 


Altered Beast Sonic the Hedgehog Ss 
— ; See 
OnEeN en FONE eraas M kk 
| lvru gone vi ae - 
Ne “STAGE | | 
A: <4 ce 
NORMAL waa! crak? Bone BrAaG gies 
bed ed hind bed 0 a Rees 
FOGER) OOOMDO e 


. y Ae SPRING°YAR zone! ‘STAGE 
as HEDGEHOG ea ri 

Wscrap BRAS 1) 
PLAYER Pn pad tik 


i ae 


FINAL ZONE 
SPECIAL STAGE sae 

SOUND SELECT é 

SSEQA AIST | 


Cheat Menu: At the title screen, press and hold A, and then press Start. Zone Select: At the title screen, press Up, Down, Left, Right, press and 
lf you entered the code correctly, a cheat menu will appear, including additional hold x, and then press Start. If you entered the code correctly, a Zone 
lives, a level select, and more. To activate the Round select, choose any Round, Select menu will appear. 

press Start to exit to the title screen, press and hold X, and then press 

Start. If you entered the code correctly, you should automatically start the Streets of Rage 2 


game on the Round that you selected. Play as the Same Character: At the title screen, simultaneously press and 
hold Right and A on controller one, and simultaneously press and hold 
peer Axe Left and X on controller two. Keep all buttons and directionals held, 


and press B on controller two. If you entered the code correctly, you should 
be able to select the same character in a two-player game. 


OPV IONS 


= PLAYERS oF? 
2 PLAYERS ses Ob 


OuUEL SE 


> OPTLONS :asteeag 
ROUND 


Level Select: Start a game in Arcade mode, and, at the Select Players screen, caniaes 
press and hold 4 on the directional pad so the characters continuously 
spin. Keep 4 held, and then simultaneously press A and Start. If you 
entered the code correctly, a number should appear in the upper left-hand corner 
of the screen. Press Up or Down to change the number—which represents 
any level in the game—and then press Start to start the game on that level. 


Secret Option Menu: Using controller two, at the title screen, press Start. 
At the next screen, highlight “Options,” simultaneously press and hold x 
and A, and then press Start. If you entered the code correctly, you'll go 
to a secret options screen with a new skill setting, Mania, and up to nine lives. 


SELECT PLAYER [GR hala fi om (mewwaeeen 


Put Five Dots Around Vectorman: Pause the game and press x, A, , B, xX, 
A, A. Unpause the game, and five dots appear around Vectorman. 


See Different Vector Numbers: Pause the game and press A, X, Left, Left. 
Unpause the game, and you should see a different set of vector numbers at the 
bottom of the screen. 


See Vector Numbers: Pause the game and press A, x, Left, Down. Un- 
pause the game, and you should see a set of vector numbers at the bottom of S 
Nine Credits: Start a game in Arcade mode, and, at the Select Player screen, the screen. 

press and hold Y on the directional pad so the characters continuously 
spin. Keep \ held, simultaneously press < and B, and then simultane- 
ously release the buttons and directional. Start a game with any character, 
and, when you lose all three lives, you should have Nine Credits to continue 


Slow Down When Hit: Pause the game and press Down, Right, x, B, Up, 
Left, x. Unpause the game, and, each time Vectorman is hit, the game briefly oa 
goes into slow motion. ese 


um i a 
the game instead of Three. © onreare ‘wean sna , 
The Revenge of Shinobi aad ar ae 
nirItwt LIues 
OPTIONS 
MUSH, ral 
EE EEE EE TL EA A LR TT l 
SOUND TEST THE SHINOB/ SM rk 
LEVEL NORMAL BUTTONS ; 
ee Pee | C ere! | 
’ c = 
Am-NINJETSU re RC contTAe. F Th MTT eae 20 COREG! . oe 
B-ATTACK se 


C= JUNE Refus Q. Orbot's Private Option Screen: Enter the Options menu and press as 
x, A, A, X, Down, x, A, A, x. If you entered the code correctly, you'll be Sentai 
automatically taken to Refus Q. Orbot’s Private Option Screen, where you can 
Unlimited Shurikins: Enter the Options menu and highlight “Shurikins.” Set the  S** the number of lives, select a level, and more. 

number to 00 and leave the cursor there for at least 15 seconds until the 00 

turns into an infinity symbol. Start a game; you should have unlimited Shurikins. 


af aes 
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Terminator 2: Judgement Day 


Unlock Extended Special Edition 


PLAY 
SPECIAL EQITION 


eee ee Ree 


1) SENSORY CONTROL ll 


CAROLCO 


At the main menu, select Special Edition, then select Play Special Edition. When 
the film begins, press Select to access the onscreen DVD menu. Choose Go 
to Title and enter 03. If you entered the code correctly, the Extended Special 
Edition of Terminator 2 will play, including Chapter 78, a never-before-seen 
sequence of an elderly Sarah Connor in Earth’s future. 


PlayStation 
Star Wars Demolition 


Unlock All Characters and View FMV Sequences 


At the main menu, choose Options. At the Options screen, select Preferences. 
At the Preferences menu, simultaneously press LI and RI to open a 
password-entry field at the bottom of the screen. Enter any of the following 
codes to unlock these cheats. If you entered the Unlock All Characters code 
correctly, you’ll hear an explosion. If you entered the View FMV Sequences 
codes correctly, the FMV movies will immediately begin. 


Note: A “_” indicates a blank space. 
View Losing FMV Sequences: 


SAD _ MOVIES 


Jonathan Williams—Amelia, OH 
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TO SELECT LETTER 
© CHANGE LETTER 
A BUTTON 10 ACCEPT 
148 BUTTON ro CANCE 


At the main menu, select Password, then enter 9? !1N?BKT?51G as the 
password. If you entered the code correctly, the end sequence of the game 
will play. 


Game Boy Color 
Street Fighter Alpha: Warriors’ Dreams 


Fight Akuma and M. Bison 


Fight Akuma: |In Arcade mode, select your character. When prompted to 
select Manual or Auto, simultaneously press and hold A and B. If you 
entered the code correctly, you'll immediately fight Akuma. 


Fight M. Bison: character. When prompted to 
select Manual or Auto, simultaneously press and hold A, B, and Select. 
If you entered the code correctly, you’ll immediately fight M. Bison. 


Game Boy Color 


Armorines: Project $.W.A.R.M. 


Level Skip 


At the main menu, choose Password. At the Password screen, enter BBBBBBBB 
as the password. If you entered the code correctly, you'll immediately go to the 
cheat screen. At the cheat screen, direct your character to the level you want. 


Game Boy Color 


Buzz Lightyear of Star Command 


Unlock Levels Unlock Levels 


<j 


* Planet Z 


© 1999 KONDBM! 
*‘LL RIGHTS RESERVED. 
2iCENSED BY NiNTEND*‘ 


ene ae Ete gs Bt el ae ss a | Le Rees. ee | ye] 


At the main menu, select Password, and then enter any of the following pass- 
words to unlock the corresponding level. If you entered the code correctly, 
you will immediately go to the unlocked level. 


Level 2: CVVBB Level 6: HVVBB Level 10: MVVBB 
Level 3: XBVBB Level 7: 3BVBB Level 11: 7BVBB 


Level 4: Level 8: 4VVBB Level 12: 8VVBB 
Level 5: Level 9: LBVBB 


Game Boy Color 
At the main menu, select Password. At the Password screen, enter the icons - A M 
in the following order to unlock these levels. Press A, and, if you entered the rmy men 


password correctly, you'll immediately begin the unlocked level. 
Unlock Level 


il Spates - 


Enter Password 


Secure Region 
Get the Tank 
Sack the Base 
Final Assault 
Victory 


Game Boy Color 
Ready 2 Rumble Boxing 


At the main menu, select Password and enter the equipment in the following 
order to unlock these levels. Press A, and, if you entered the password cor- 
rectly, you'll be able to choose the unlocked levels. 


Unlock Characters 


Unlock All Casa Plastica Levels: Jeep, Jeep, Grenade, 
Machinegun 


Machinegun, Mortar, 
Machinegun, Helicopter 


At the main menu, highlight “Arcade Mode,” then enter any of the following 


codes to unlock these fighters. If you entered the code correctly, you will hear 
4 sound Unlock Every Level: Plane, Tank, Plane, 


Machinegun 
Unlock Damien Black: Press Right, Left, Right, Right, Left, Left, Right, 


Right, Right, Left, Left, Left. 


Unlock Kemo Claw: Press Left, Left, Left, Right, Right, Right, Left, 
Right, Left, Right. 


Uniock Nat Daddy: Press Right, Right, Right, Left, Left, Left, Right, 
Left, Right, Left. 
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X-Men Mutant Wars Wacky Races 


Unlock Levels Unlock All Racers 


STFFIGULTY 
PRO 
SPEED 
KIM 

$s Ppasswors 


At the main menu, select Password, and then enter any of the following pass- 
words to unlock the corresponding level. If you entered the code correctly, you 
will immediately go to that level. 


Level 12: OKNG6HWB Level 16: 1IKPF7HOD 
Level 13: OLNG6HXQ Level 17: 1KPG7H19 
Level 14: OLNF7HYP Level 18: 1KPF7J2C 


Level 15: OKPF7HZG Level 19: 1KPF7J3L 


At the main menu, select Options, and then choose Password. Enter MUTTLEY 


9 
Tony Hawk Ss Pro Skater 2 as a password, and then press A. If you entered the code correctly, you'll 


immediately return to the main menu. Start any game, and the unlocked racers 


Unlock Boards, Uniock Levels, ane iti will appear in the racer selection screen. 


Game Boy Color 


Spider-Man 


Unlock Levels 


& Button : Select Charactei 
8 Button : Exst 


SKATE HEAVEN 4 


A i amon she, 


<a = wer rnin tng 


UIgs a iy 


At the title screen, select Continue. Enter the following passwords to unlock 
these levels. If you entered the code correctly, you will automatically start 
that level. ) 


At the Main Menu, select Password Input. Enter any of the following passwords Laboratory: 
to unlock these cheats. After entering the password, select End. If you entered 

the password correctly, you will automatically go to the Skate Shop and all of 

the skateboards will be sold out. 


Unlock Boards, Levels, 
And $63,450 for Tony Hawk: B58LPTGBBBBV 
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PlayStation 2 
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. Onimusha: Warlords 
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. ATV Offroad Fury 

. 4x4 Evolution 

. WinBack: Covert Operations 
. Zone of the Enders 

. Star Wars Starfighter 
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List Rentals 
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a 9. Triple Play Baseball 
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5. MTV Sports: 
T.J. Lavin's Ultimate BMX 


. 007 Racing 
. Spider-Man 


1. Driver 2 
2. Tony Hawk's Pro Skater 2 


3. WWE SmackDown 2: 
Know Your Role 


John Gomez Sales Coordinator 
Tel: 415.978.2251 * Fax: 415.975.2609 * jgomez@gamepro.com 


HOT RENTALS 


GamePro magazine 
501 2NbD Street, Suite 500 
San Francisco, CA 94107 


. Vanishing Point 
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. Mary-Kate and Ashley 
Winners Circle 


10. Triple Play Baseball 


Nintendo 64 
. Conker's Bad Fur Day 
. Pokémon Stadium 2 
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. Mario Tennis 
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. Star Wars Episode I: 
Battle for Naboo 


. Aidyn Chronicles: 
The First Mage 
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|. Daytona USA 


2. 18 Wheeler: 
American Pro Trucker 


3. Tony Hawk's Pro Skater 2 
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Animated Violence 


Animated Blood and Gore 
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